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PREFACE 



Some persons may imagine that there is nothing new 
to be said on the subject of auction bridge, because so 
much has abeady be^n written. So far from this being 
the case, the root of the matter has never been reached, 
and most of what has been published is nothing but theory, 
copied from the theories of older writers. These theories 
are all based on experience with the older game of bridge, 
although the two games have little or nothing in common. 
The principles that govern a declaration that is final, 
and a bid that is largely competitive, are very different. 

As in bridge, so in auction, it has always been the 
custom in the text-books to give a number of illustrative 
hands, or parts of hands, and to point out that because 
they contain a certain number of aces, kings, and queens, 
certain declarations should be made upon them. 

But all this is theory, as evidenced by the fact that 
the theories have been changed time and again. No 
facts have ever been offered in support of any of them. 
Throughout these many changes one fact remains. 
This is that even after years of experience with the game 
the number of contracts that fail is increasing, instead of 
decreasing, which should be enough to suggest to any 
flimlring person that there is something wrong, either 
with the theory of bidding in vogue at the present time, 
or with the laws of the game. 

Many theories are exploded by an examination of a few 
taciR. It was the tabulation of the actual results arrived 
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at by following a certain theory of play in duplicate 
matches for the championship of the American Whist 
League that was the death of the long-suit game, and the 
fetish about alwa3rs leading trumps from five. These 
had been the pet theories of Cavendish, Pole, and Clay 
for more than fifty years, and were followed by 99 per cent 
of the card players throughout the world, yet they were 
absolutely unsound. 

It is only lately that we have had the same oppor- 
tunity to analyze the results at auction bridge, and to 
test out the results of following certain theories in dupli- 
cate play. The outcome has been to demonstrate that the 
theories upon which our bids are based are a trifle vague, 
and often misleading, and that the reason so many con- 
tracts fail is that players do not know how to value their 
hands. It is all very well to tell a player that he should 
bid a heart if he holds five to the ace-ldng, even if he has 
not a trick outside. But why should he do so? Why 
should he not bid hearts with seven of them, eight high, 
and two outside aces? 

The theoiy which it is the pmpose of the following 
pages to explain is not that holding a certain number of 
aces and kings makes a bid, but that certain combinations 
of cards will win a stated number of tricks, on the average, 
and that they will win twice as many tricks in the hands 
of the declarer and dummy as they would in the hands 
of the adversaries. Eveiy hand has a fixed value, for 
attack or for defence, which can be depended on to yield 
a certain return in tricks to the player who understands 
these values and bases his bids upon them. 

Instead of asking the reader to take my word for the 
soundness of any of the principles of bidding advocated 
in the follo¥ring pages, I have allowed these theories to 
emerge from a series of 130 deals from actual play, which 
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are here given in full^ almost all of them having been 
gathered in important duplicate matches, where they were 
overplayed at seven, eight, nine, and sometimes twelve 
tables. 

The truth of the facts stated, especially with regard 
to the trick-taking possibilities of certain combina^ 
tions of cards, their limitations to those values, and the 
impossibility of forcing them beyond, the reader is asked 
to verify for himself by actual observation of the hands 
he himself deals, bids upon, and then plajrs. 

I do not pretend to pose as an authority, demanding 
the reader's assent to certain theories. The day of the 
** authority " in card matters is past. I wish simply to 
present certain facts, which are the result of the examina- 
tion and comparison of a large number of duplicate deals, 
and leave the reader to form his own opinion as to their 
value as a guide to better bidding and sounder play. 

At the end of this work, under the title of General 
Index, will be found an entirely original, and the author 
hopes extremely useful, guide to the illustrative hands. 
This is designed to enable the reader to refer at once to 
cases in which any particular convention of bidding or 
play in which he is iaterested may be seen in action. 

Should he wish to study the management of queen and 
SDiall second hand, for instance* or how to show support 
for a suit bid, he need only turn to those subjects in the 
General Index, to find one or more deals in which the 
convention is used. 

R. F. FOSTEB. 
532 MoNBOS Stbbst, 
Bbooxlxn, N. Y. 
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HISTORICAL 

AxTcnoN bridge belongs to the whist family of games 
and is the latest development of the 20th centiuy tendency 
to inject the bidding element into all the card games 
that are adapted to it. Any person who will mentally 
review the most popular games of the present day can- 
not fail to recognize the prominence of the bidding fea- 
ture in all of them. 

After whist had held the centre of the stage for more 
than two hundred years, bridge made its appearance. 
Just where it came from is unknown. A game very much 
like it has long been popular in Holland, and all its ele- 
ments are to be found in some one or other of the older 
games of cards. 

The first mention of the game in English appeared in 
a little book entitled, "Biritch, or Russian Whist," 
published in London in 1886. This has led many to 
suppose the game is of Russian origin, but there is no 
authority for such a belief. 

The name was soon corrupted into ''bridge," which 
some players erroneously imagined to refer to the privi- 
lege of the dealer in passing or " bridging " the make to 
his partner. In its primitive form, bridge was intro- 
duced to the card players of New York by the late Henry 
I. Barbey, at the New York Whist Club, in 1893. This 
finally resulted in splitting up that club, those who liked 

3 



4 FOSTER ON AUCTION 

the new game better than whist moving to Brown's 
Chop House on 28th Street, and afterward to 28 West 
30th Street, where they organized The Whist Club of 
New York, in the summer of 1894. 

It was not until two years after The Whist Club had 
split off from the New York Whist Club in 1893 that the 
game of bridge was officially reoognised in the by-laws, 
and it was two years later, in 1897, that The Whist 
Club printed its first official code of laws for the game. 
This code has been kept up to date ever since, gradually 
changing from bridge to auction bridge, and then to 
royal auction, and is to-day the recognized official code 
throughout the United States. By kind permission of 
The Whist Club, the latest edition of the code is given 
in full in this work. 

There was no bidding in bridge. The dealer named the 
trump, or no trump, or passed the privilege to his partner. 
All the opponents could do was to double if thsy con- 
sidered the make better suited to their hands than to 
the dealer's. The bidding element, which laid the foun- 
dation for auction, was the invention of John Doe, an 
English writer who was stationed in India at the time, 
who designed it to make bridge playable by three persons, 
the highest bidder taking the dummy blindfold, as it 
were. 

A description of this game appeared in some of the 
London papers, and the Bath Club took it up and rapidly 
adapted it to four players. Just as bric^ gradually 
fell into step with duplicate whist, overtook it, and then 
passed it; so auction overtook bridge, and gradually 
left it behind, although it took the American players 
nearly four years to put auction in its present position 
as the most popular game. 

Probably the final touch, which made auction the game 
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it is to-day, was the adjustment of the suit values, elimi- 
nating the double value of the spade suit, and making 
it possible to win the game from love with any of the four 
suits for trump. This was finally adopted in 1914, and 
it IS improbable that there will be any further changes 
in the suit values or the method of scoring. Auction, 
as now played, seems to have reached the end of its 
evolution. Pirate will probably replace it. 

The introduction of duplicate play, although at present 
confined to the clubs, where a sufficiently large number 
of players can be gathered to make the game interesting/ 
seems to give promise of becoming more popular, but so 
far the objection to it has been that it is not a match 
against the opponents at the same table, but against those 
sitting at other tables, who will hold the same cards against 
players of perhaps very different calibre. 



DESCRIPTION OF THE GAME 

Auction bridge, or royal auction, or simply auction, 
for it is known by various names, is a card game for four 
persons, two of whom are partners against the other 
two, and is played with a full pack of fifty-two cards, 
which rank from the ace and king down to the deuce 
in play, the ace being below the deuce in cutting. 

Partnerships are determined by spreading the pack 
face downward on the table. Each candidate then draws 
a card, those cards within four of each end not being 
available, and the two highest are partners against the 
two lowest. The lowest of the four has the first deal, 
and the choice of seats (and cards, if there are two packs 
in play, which there should be). His partner sits opposite 
him, and the opponents may take whichever of the 
vacant seats they please. Two packs are really neces- 
sary, to mark the position of the deal, and they should be 
of different colors. 

If cards of the same denomination are cut, the spade 
has the preference, then the heart and then the diamond. 
The pack not in play is known as the still pack and is 
gathered and shuffled by the dealer's partner, who places 
it at his right, on the left of the next dealer. The deal 
passes in rotation to the left until the rubber is finished. 
The play of a hand finished, the next dealer simply passes 
the still pack from his left to his right, to be cut by the 
player on his right, who must leave at least four cards in 
each packet. 

The cards are dealt one at a time in rotation to the 
left until each player has received thirteen, but no card is 
turned up for the trump. Irregularities in cutting, deal- 

6 
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ing, dealing with the wrong cards or out of turn, are dealt 
with in the official laws of the game, which will be found 
elsewhere in this volume. Whatever happens, the proper 
dealer never loses his deal imless it is completed before 
the error is discovered. 

The cards dealt, each player takes up his thirteen and 
sorts them into suits. Tlie object of the game is to reach 
30 points or more, made by tricks alone, and the partners 
who first win two such games win the rubber, so that no 
rubber can be longer than three games, and m^y be two 
only. 

Anything beyond the 30 points that may be made on 
the deal that decides a game are scored as part of that 
game, so that if the partners who have 27 up and require 
only 3 points to win the game should make 60 on the next 
de^, their total score would be 87; but it would be only 
one game. 

The value of the tricks in each hand played may 
vary according to the nature of the winning declaration. 
Each player in turn, beginning with the dealer, bids for 
the privilege of plajring the hand with a named trump 
or at no-trumps, and these bids outrank one another in 
the order of their value in suits or in points. 

The first six tricks taken by the side that makes the 
highest bid do not count. Those are the declarer's 
book. All over six count for him, 6 points each when 
dubs are trumps; 7 for diamonds, 8 for hearts, 9 for 
spades and 10 for no-trumps. Nullos are not recognized 
in the official laws; but when played the bid comes be- 
twe^i the spade and no-trump, and the tricks won by, 
or forced on the opponents, over their first six, are worth 
10 points each to the partners that declared the nuUo. 

Any bid of an equal number of tricks in a suit of 
hi^ier rank, or a greater number of tricks in anything. 
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will overcall a previous bid. Two diamonds is better than 
two clubs, but three clubs is better than two no-trumpe. 

Any player, in his proper turn to the left, may over(»ll 
any previous bid, even his partner's, and there is no 
restriction upon the nature of the bid, so that if the dealer 
says .one spade, the opponent on the left may say two 
spades if he likes. The number of tricks bid is the num- 
ber over the bookj or first six, that the bidder under- 
takes to win. The bidding goes round and roimd until 
three players pass in turn, but the highest bid allowed is 
seven tricks. 

The highest bid made, when passed by three players 
in succession, is known as the winning declaration. Hie 
partners who made it are the only ones that can score 
toward game on that deal. The number of tricks bid 
is called the contract. The partner who first named 
the suit, or no-trump, is the declarer, and his partner 
becomes the dummy for that deal, no matter what bids 
have intervened since the winning declaration was first 
named by one of the partners who get it. 

The first six tricks taken by the declarer do not count, 
they are his book, but all over six count toward game, 
provided he succeeds in fulfilling his contract. The 
seventh trick is called the odd trick, and all beyond seven 
are so many odd tricks, or so many by cards. The 
opponents' book is the difference between the niunber of 
tricks bid and seven. If the winning declaration, or 
contract, is four hearts, the declarer must win ten tricks 
out of the thirteen, therefore his opponents' book is 
three tricks, and they are entitled to penalties for every 
trick they win over their book, because they must have 
" set " the contract. 

No player is obliged to bid. The dealer has the fijrst 
say, to bid or pass. If he bids, he undertakes to win the 
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number of tricks he names in the suit he selects, or at 
no-trumps. If he passes, the player on his left may bid 
or pass, and so on round the table. As soon as any bid 
is made, the player on the left must either pass, overcaU 
it, or double. 

The double does not affect the value of the tricks so 
far as the bidding is concerned, so that two hearts will 
still oyercall two diamonds doubled. But if the doubled 
bid is the final declaration, all tricks over the declarer's 
book if he fulfils his contract; or over the opponents' 
book if he fails, will have a double value. If the double 
is redoubled, the tricks or penalties have four times their 
normal value. 

A player cannot double his partner's bid, but he may 
redouble in his proper turn if his partner has been doubled, 
or the player who is doubled may redouble on his own 
account when the bid comes roimd to him. Only one 
redouble is allowed. Players should be careful about 
bidding or doubling out of turn, for which various penal- 
ties may be enforced, but there is no penalty for passing 
out of turn. 

Flayers will sometimes inadvertently make a bid that 
is not sufficient to overcall the previous bid; such as 
three hearts over three spades. If this is corrected before 
the opponents call attention to it, there is no penalty, 
but it must be corrected by increasing the number of 
tricks; or by correcting the denomination of the bid, 
without increasing the tricks. A player cannot correct 
a bid <rf three hearts over three spades by shifting to 
three no-trumps. 

If an irregular or insufficient bid is made, and passed 
by the opponent on the left, without correction, it must 
stand. For instance: The dealer bids two hearts, the 
second bidder two diamonds. If the third player passes, 
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doubles, or bids aii3rthmg, the bid of two diamonds is 
accepted as better than two hearts, but of course the player 
that bid the two hearts can overcall two diamonds by 
repeating his original bid. 

If either of the opponents immediately calls attention 
to the irr^^ular bid, whether it is his turn to speak or not, 
and the player to the left of that bid passes it after it is 
corrected at the command of an opponent, the partner 
of the player in error is barred from any further bidding, 
and unless the player on his left bids something or doubles, 
the bidding is closed. 

All bids should be made distinctly and in a straight- 
forward manner, something like this, beginning with the 
dealer: '' One heart. I pass (or, no bid). One spade. 
Double a spade." On the next round the dealer starts 
again: "I pass. I pass. Two hearts. Pass. Pass. 
Pass." 

Although the highest bid, two hearts, has been made 
by the dealer's partner, as the dealer first named that suit 
he pla3rs the hand and his partner becomes the diunmy. 
The dealer's bid on the first round, or the first bid made to 
his left if he passes, is called the original bid, or a free bid. 
If the first bidder is overcalled, and his partner advances 
the bid without changing the denomination, it is called 
an assist. If any player bids more tricks, after being 
overcalled, without waiting for his partner, it is known 
as rebidding the hand. If a player changes his bid on 
the second round, instead of increasing the number of 
tricks in his first bid, or doubling an opponent, it is called 
a shift. Any bid made on the second round, especially 
after refusing to bid on the first round, is known ^a a 
secondary bid, and has not the same value as an original 
or free bid. 

As soon as three players in succession pass a bid or 
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a double, the player to the left of the declarer leads any 
card he pleases for the first trick and dummy's cards are 
then laid down, face up and sorted into suits, the trumps, 
if any to the right. The declarer then plays all cards 
from the dummy hand, without any sugg^ions from his 
partner. 

Each player in turn to the left must follow suit if he 
can, and the highest card played, of the suit led, wins the 
trick, trumps winning all other suits. The winner of the 
trick leads for the next and so on, until all thirteen have 
been played. 

The declarer always gathers the tricks won by his 
aide, placing them in front of him in such a manner that 
they may be easily counted. As soon as he gets a book 
of six tricks, he usually shuts them up and lays i4)art only 
the tricks that count toward his contract and game. 
Either of the opponents may gather for their side, it 
being a common practice for the winner of the first trick 
to take it in, and all others after it. They may bunch 
their tricks as soon as they get their book. 

If the declarer fulfils his contract, he scores all tricks 
over the book at their regular value, no matter whether 
he has bid so many or not. These points are put below 
the line, as they score toward winning games. If the 
declaration has been doubled, and still succeeds, all tricks 
ever the book have a double value, hearts being worth 
16, for instance, if there had been a redouble, they would 
be worth 32. In addition to the trick scores, the declarer 
would take 50 in penalties, above the line, for having 
fulfilled a doubled contract, and 50 more for every trick 
over his contract, if any. If he or his partner has re- 
doubled, the penalties are 100 instead of 50. 

In addition to the trick values there are certain honor 
scores and bonuses, none of which count toward game, but 
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they materiany add to the value of the rubber. None of 
these is affected by doubling. Either side may score them. 

When there is a trump, the five highest cards, A K Q 
J 10, are honors. At no-trumps the four aces are the 
honors. If partners hold between them three of these 
honors in the trump suit, known as simple honors, they 
score the value of two tricks for them; if they hold four, 
the value of four tricks; or five, the value of five tricks, 
so that five honors in hearts between partners would be 
worth 40, and would be entered above the line. If there 
are four or five in one hand, they count double, so that 
four in one hand in spades would be worth 72. Four 
in one hand, fifth in the partner's, are worth nine tricks. 

At no-trumps, the three aces are worth 30 points, four 
between partners 40; but foiur in one hand are worth 100. 

In addition to these scores there is a bonus of 50 for 
either side that wins twelve tricks out of the thirteen, 
called Uttle slam. For winning all thirteen tricks, grand 
slam, the bonus is 100. None of these is affected by 
doubling. 

The side that first wins two games adds a bonus of 
250 for winning the rubber. 

In case the declarer fails to fulfil his contract, he 
scores nothing but honors as actually held by himself and 
his partner; but the opponents score 50 points in penalties 
for every trick by which the contract fails, no matter 
whether the declaration was a trump or no trump. Sup- 
pose the contract is four hearts, and the declarer makes 
two by cards only. His opponents would score 100 above 
the line as penalty. 

There cannot be any score toward game except by a 
declarer who fulfils his contract. If he has been doubled 
and fails, the penalty is 100 a trick, and if redoubled, 200. 

A revoke is failure to follow suit when able to do so, 
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or failure to comply with a performable penalty when 
demanded by the opponents. The revoking side can 
never score anything but honors as actually held, which 
are not affected by revokes. If the declarer revokes, 
his opponents take 100 points for each offence. If his 
opponents revoke he may take 100 points above the line, 
or take three of their tricks and add them to his own. 
For any second or third revoke in the same deal he must 
take points only, not more tricks. 

If tricks are taken, they are transferred from the 
opponents' side to the declarer's and counted at the same 
value as if he had won them all in play; but penalty tricks 
do not carry any bonus in case the declaration has been 
doubled. For instance: The contract is four spades, 
and the declarer wins two by cards only, but detects a 
revoke. If he takes three tricks, he fulfils his contract 
and scores five odd. If he has been doubled, all five 
of these tricks are worth 18 each, but he does not get 
any bonus of 50, because he did not fulfil his contract 
without the assistance of the penalty tricks. 

Had the dealer made good on his contract without 
taking any tricks for the revoke, he would be game with 
four odd in spades, and would not need any more tricks. 
It would then be better for him to take the 100 points. 
If his contract were four spades doubled, and he made 
five, without the revoke penalty, he would score five 
odd at 18 a trick, 50 for his contract and 50 for a trick 
over, to which he would add 100 revoke penalty. 

If the three tricks that may be taken will not put 
the declarer game, he should always take the points. 
Suppose the contract is one no-tnmip, and he wins only 
five tricks. Three more would still leave him one short 
of game, so he takes the 100 points, and scores honors 
as held. His opponents cannot score anything for de- 
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feating the contract, because they revoked, but they 
may score honors if they held the majority of them. 

The pla3rer who has bid a grand slam and fails to make 
more than six odd can still score 50 for the little slam, 
although he is set on his contract. The opponents can 
score slams if they make them, in addition to their penal- 
ties for setting the contract. 

The illustration in the margin will show the general 
appearance of a rubber score when added up and balanced. 
The headings of the columns are usually we and they, 
according to the side that keep the score. Players' 
initials may be placed under these words. The double 
line shows the division between the trick and the honor 
secures. All scores below this line count toward game; 
all scores above it are penalties, honors, and bonuses. 
The tricks are scored downward from the line; the 
honors upward. 

These scores represent the following re- 
sults of declaration and play: 

We made four odd at hearts, and simple 
honors, on the first deal; 32 below, with 
a line drawn imder it to show the first 
game won, and 16 above the line. 

They bid three spades, were doubled 
and set for two tricks on the second deal; 
but scored simple honors. 20O penalty for 
we; 18 in honors for they. 

On the third deal, they made three no- 
trumps, and held 30 aces. 

On the fourth deal, we bid four spades, 
but failed by one trick, so they scored 50 
penalty, but we got 72 in honors. 

On the fifth deal they made six odd in 
clubs, with five honors between partners; 
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60 


200 


so- 


16- 


ls- 


32 






30 




36 


320 


494 




320 




174 
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little slamy game and rubber^ entered as 36 below, 30, 
50, and 250 above. Both scores being added up, the 
lower is deducted from the higher, and the value of 
the rubber is found to be 174 points, won by tfiey. 

The usual custom is for each loser to pay the player on 
his right, so that the partners would lose 174 points 
each. 

When the play is continued during an afternoon or 
evening, instead of settling up at the end of every rubber, 
the scores are reduced to even points, taking the nearest 
100, or 50, or 25, as may be agreed, and the names of the 
individual players forming the table are entered upon a 
separate sheet, known as a wash-book, or flogger, and car- 
ried out as plus and minus in separate columns; or in 
one column, with a ring round the minus scores. Here 
is an example of a wash-book at the end of four rubbers 
played by six persons at a table. 



Rubber Values: 

Smith. 

Kent 

Jones 

Gre^i 

ADen ^. 

Brown 



2 


4 


3 


+ - 


+ - 


+ - 


2 


6 


6 


2 


2 


5 


2 


6 


6 


2 


2 


1 




4 


1 




4 


7 



+ 

2 

1 

1 
5 



Smith and Kent won the first rubber against Jones and 
Green. Then Kent and Green cut out to give way to 
Allen and Brown for the second rubber. Allen and 
Smith cut as partners and won from Jones and Brown. 
Smith and Jones, having played two consecutive rubbers, 
retired in favor of Kent and Green, who cut as partners 
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and beat Allen and Brown. On the last rubber Smith 
and Jones re-entered; but Brown refused to play fur- 
ther, as he was in bad luck, so Kent and Green, who would 
otherwise have sat out, cut for the place and Kent won 
it, playing with Smith against Jones and Allen, who beat 
them. 

When there are only four at a table and no chance of 
any one wanting to cut in, many persons prefer to pivot, 
instead of cutting for partners each time. This insures 
an equal division of the partners during three rubbers, 
so that if any one is in luck, each of the three others 
gets him once. 

The pivot should be the score-keeper, who sits still 
all the tune, the others moving round him like the hands of 
a clock at the end of each rubber. The one on his right 
passes behind his chair and takes the seat on the pivot's 
left. The partnerships and seats being decided by rota- 
tion, the only thing to cut for is the first deal and the choice 
of cards. 

In social games, where there is no stake and the play 
is for a prize of some kind, the hostess sometimes likes 
to bring about as many changes in the partnerships as 
possible during the evening. Rubbers are impracticable, 
but if the play is limited to foiu: deals at a table, and 
125 points are added for winning a game, eight individuals 
may be arranged in this manner: 

5 4 

♦8 A 1 2 B 6 

7 3 

The pivot, No. 8, who sits still all evening, is usually 
the guest of honor, at table A. At the end of four deals 
each puts his or her score on an individual score slip and 
then moves to the next greater numbered seat. No. 1 
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at table A would go to seat No. 2 at table B, and so on; 
No. 7 going to 1. After the first movement each person 
knows who to foDow for the rest of the evening, as each 
takes the place of the one whose place he or she took 
on the first move. At the end of 28 deals every person 
in the game will have had every other for a partner 
once, and for an adversary twice. 

In duphcate auction, when there are players enougih 
for a number of tables, what is called the compass game 
is adopted. Trays are necessary to hold the cards, 
which are never shuffled after the first time they are 
dealt at the table at which the tray starts, and there 
must be as many trays as there are deals to be played. 
For seven tables, twenty-eight packs of cards and trays 
are required. This will give four deals at each table. 

As soon as the fourth hand is finished, the total trick 
and honor scores, which have been recorded just as in 
the ordinary rubber, expect that there are no rubbers, 
125 points being added for each game won, are added up, 
the lower score deducted from the higher and the differ- 
ence carried to the score slips provided for the partners, 
as a minus or a plus. These are usually of different colors 
for the partners who sit N and S, to distinguish them 
from those sitting E and W. The names of the players 
are written at the top, with the number of the table from 
which they started. 

The signal is then given to change places. All the 
N and S partners sit still, but all the E and W players 
move one table further away from table No. 1, so that the 
E and W pair at table 2 would go to 3, and so on. The 
four trajrs just played at each table are taken to the next 
taUe, but in the opposite direction to the players, so that 
the numbers on the trays shall come in rotation to all 
the N and S pairs.- 
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If the number of tables in play is even, it wlD be 
necessary for the E and W pairs to skip one, when half 
way round, or else there must be a bye set of trays 
which are not in play each round. These methods are 
necessary to prevent the same E and W pairs meeting 
the same hands again. 

At the end of the evening each pair adds up its total 
losses and gains and turns in its card, showing so many 
points minus or plus for the entire twenty-eight deals. 
These are entered on a blackboard, the N and S on one 
side, the E and W on the other. All the N and S scores 
are then added, and divided by the nimiber of tables in 
play to get an average. 

U this average is a plus, those exceeding the average 
are winners. The same is done with the E and W scores, 
which must show as much minus as the N and S scores 
show plus, and if the average is a minus, the pairs who 
have lost the least or have the smallest minus are the 
winners. 

There are a great many ways of playing duplicate 
auction, depending on the number of players, whether 
they are competing as teams of four, as pairs, or as indi- 
viduals, but the schedules for such games are too com- 
plicated for a work of this kind. 

In large charity games, where the players make up their 
own tables and valuable prizes are offered for the best 
scores, it is impossible to prevent foolish or unscrupu- 
lous players from overbidding their hands, doubling 
recklessly, and so forth, so that some one at the table 
gets a tremendous score. 

To avoid this and make the game a fair chance for all, 
the management takes the numbers from 1000 to 1250 
in one envelope; from 1251 to 1500 in another, and from 
1501 to 1750 in another and seals them up, unmarked. 
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After tiie game is finished and the scores have all been 
handed in and sorted into hundreds, keeping all between 
1000 and 1100 together, and so on, one of the envelopes 
is drawn blindfold, and from it a number is drawn. The 
scores most niearly approaching this number, above or 
below, are the winners.. Suppose the number drawn 
was 1240, and the nearest to it were 1236, 1280 and 1196, 
they would win in that order. This is all luck, of course, 
but so is everything else connected with a charity bridge. 
It is at least free from fraud. 



PART I 

THE BIDDING 

AvTBB the preliminarieB of cutting for partners, seats 
and cards, the next thing is the bidding and the play. 
Each player at the table having picked up and sorted his 
thirteen cards, the first matter to demand attention is 
to settle three things: Which side shall play the dununy, 
with the opportunity of scoring toward game? What 
suit shall be the trump, or shall the hands be played 
without a trump? How many tricks will the partners 
that have the dummy undertake to win, and at what 
value, doubled or not? 

These points are all settled by the bidding. That 
finished, nothing remains to be done but to play the cards, 
to see if the declarer can fulfil his contract. No matter 
how weU he plays, his skill is wasted if he has undertaken 
an impossible task by overbidding his hand. The 
foundation of all good play is to start with a sound 
system of bidding. 

The great secret of success at auction is to discover 
the best bid for the combined hands and to carry it to the 
fimit of safety when it is opposed. The art of modem 
bidding is to know where that limit lies. Just as much 
may be lost by stopping too soon as by going too far, 
when the opponents' bids look dangerous. 

The bids at auction may be divided into two classes: 
thoee which are called free bids and those that are forced. 
Free bids are those that the player is not obhg^ to make, 
such as the original bid by the dealer, or by some player 
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to his left if he passes. Forced bids are those that must 
be made if it is necessary or expedient to overcall a pre- 
vious bid; They may be necessary to take the partner 
out of a dangerous situation, or to take advantage of an 
opportunity to diow a suit while it is comparatively inex- 
pensive to do so. 

In order that the partners may understand each other, 
all free bids must be made on strictly conventional prin- 
ciples. They are practically mechanical and never in- 
fluenced by the judgment unless there is a choice between 
two bids, both of which are equally soimd, or unless the 
state of the score is such that one bid should be preferred 
to another. The big losses at auction all arise from build- 
ing up contracts that started with an unsound free bid, 
or an ill-judged forced bid. 

Having thoroughly mastered the principles of the free 
bid, the player is in a better position to judge of the 
expediency of a forced bid, which is usually made in 
opposition to a free bid, or in anticipation of a take- 
out. He is also able to estimate with reasonable accu- 
racy how much assistance he can give, if his partner is 
the one that made the free bid. 

The foundation, therefore, of the entire game of auction 
clearly lies in the original or free bid, as all other bids 
rest upon that declaration. It is to this part of the 
game that the attention of the reader is now invited. 



FIRST PRINCIPLES 

AtTcnoN is a bidding game, in which certain privities 
are put up for sale to the highest bidder. There is some* 
thing iii the play of the cards after the bidding is finished, 
but no amount of skill will make ten tricks out of cards 
that were never good for more than seven. The most 
that skill can do is to get the extra trick that jiist goes 
game, or sets a contract, or makes a slam. Every con- 
test is settled by the bidding; not by the play. Dupli- 
cate matches have demonstrated this beyond dispute. 

Before going into the market to buy anything, a person 
should know not only the value of the article he wishes to 
obtain, but how much money he has at his command 
with which to purchase it. Before any player can bid 
nnd^standingly at auction he should have a clear idea 
of what contract he is trying to get, and how much he 
can afif ord to put into the venture so as to come out with 
a profit. 

A player can buy any declaration if he does not care 
how much he loses on the transaction. There are poker 
players who call eveiy hand, and there are bridge players 
who want to play every hand. There is no law against 
bidding four hearts without a heart in the hand, but there 
is a law that says it will cost at least 50 points a trick 
for every trick by which the contract fails. 

If two men enter into a partnership to secure a nmn- 
ber of various contracts, they must not only understand 
eadi other perfectly in each case as to the contract best 
suited to their resources at the time, but each must be 
careful to make no misrepresentation as to his individual 
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working capital, or the combination will find itself bank- 
rupt, and one partner will very justly blame the result 
on the false statements made by the other in the bid- 
ding. 

The first requisite, therefore, both for securing and 
canying out the contract, is for the partners to know 
just how much of a load they can handle with the resources 
at their disposal. If one partner in a business imagines 
the other has five thousand dollars to buy a concession, 
or a patent, and then finds he has only five hundred, he 
will feel just as foolish as if he tried to lift a fifty-ton load 
with a ten-ton derrick, yet precisely the same thing 
is done at the card table every day. 

Any one who aspires to be rated as a good player or 
a desirable partner should know just what can be accomr 
plished with certain holdings, so that if he overbids his 
hand he does it with his eyes open. At the same time, 
one must remember that the strength of a team is always 
that of the weaker member. No player, however skil- 
ful, can do much with a partner who is continually over- 
estimating, or under-estimating his hand. When auction 
was first brought to the notice of the card-players of 
America, The Whist Club declined to take it up because 
it placed the player so much at the mercy of his partus. 

Good bidd^ requires two things: 1. A thorou^ 
knowledge of the trick-taking powers of the high cards, 
according to their combinations, and of the small cards 
in the trump suits. 2. The difiPerence in these values 
when the cards are in the attacking hand, and when 
they are on the defensive. The two top trumps are good 
either way; but what are five small ones worth? We 
must study the trick-taking power of the cards them* 
selves before proceeding to bid upon them. 



ATTACK AND DEFENCE 

In cmler to understand what follows, it will be neoee- 
saiy for the reader to have a clear conception of the 
chief difference between attack and defence, as applied 
to the bidding. 

Attacking bids are those that are aimed at securing 
the most advantageous position, which is to play the hand 
and score toward game. 

Defensive bids are those that prepare the way to meet 
this attack, fay saving the game or defeating the con- 
tract. 

Original or free bids are both attacking and defensive, 
or they are unsound unless for a large number of tricks; 
such as three hearts, or five dubs. They are both 
attacking and defensive bids if for only one or two tricks, 
because while aimed at securing the contract, they also 
indicate the best defensive suits, in case the contract is 
not secured. 

If you are the dealer and bid a heart on five to the ace- 
king, that is an attacking bid, whether you have any 
outside tricks or not. At the same time it informs your 
partner that he may rely on you for a couple of heart tricks, 
bar trumping, in case the opponents get the contract. 
If the player on your left then bids a spade with nothing 
but five to the king and an ace outside, that is still an 
attacking bid, because he hopes to get the declaration 
away from you; but his partner cannot rely on him for 
two tricks in spades, as it was not a free bid, and forced 
bids do not show defence as clearly as free bids do. 

If your partner shifts from your hearts to no-trumpS| 

25 



26 FOSTER ON AUCTION 

that IB still an attacking bid, because he is still hoping 
to get the play, but in another declaration, which he thinks 
better suited to the combined hands. If he assists your 
hearts, instead of shifting, that is an attacking bid 
because assists are alwa3rs attacking, and never defensive. 

But if the dealer and second hand both pass without 
a bid, and the third hand has nothing but five clubs to 
the ace-queen and bids a club; that is a defensive bid, 
because he has no hope of getting the declaration in clubs, 
but anticipates a bid from the fourth hand and wishes to 
show his partner the best defensive lead for his hand, while 
it is comparatively inexpensive to do so. 

If the dealer bidi no-trump and the second hand bids 
a suit, or doubles, that is an attacking bid, because it is 
made for the purpose of securing the declaration, in 
spite of the alleged no-trumper on the right. A defen- 
sive bid in such a situation would be folly, as the player 
has the lead. 

If the dealer bids no-trump, and the second and third 
hands both pass, the fourth hand may bid a suit or double. 
If he doubles, that is an attacking bid. If he names a 
suit, it is a defensive bid, because in the majority of cases 
he has no idea of being left to play the hand, but wishes 
to show his partner what to lead, in case the dealer goes 
back to no-trumps or shifts to something else. If the 
dealer's partner gets the declaration the defensive bid 
has shown the suit that will probably be opened against 
it, but it does not guarantee any tricks, as a free bid 
would have done. 



INTRINSIC CARD VALUES 

The author has in his possession 10,000 recorded deals 
of 52 cards, which were contributed to the JV. 7. Sun 
on spedally prepared blanks some years ago, by volun- 
teer dealers in all parts of the United States. When any 
theory is advanced about a bid or play it can be applied 
to a thousand or two of these deals to see how it works 
out in practice. In some hands it may be very fine; 
in others very bad. What we want id a system that will 
beat averages. 

The theories presented in the following pages have all 
been tested in this manner and may be relied on by the 
reader as being sufficiently near the truth for all practical 
purposes. Many persons condemn an idea after trying 
it half-heartedly for one evening, forgetting that there 
is no such thing as a certainty in cards, and that the plays 
that win in the long run do not necessarily win in every 
hand. The point is to stop and analyze the bids that 
lose, and see why they lose. One may sit behind any 
average pla3rer and see bid after bid go wrong, yet he 
, continues to make them, hand after hand. It never 
seems to occur to such a player to inquire why his con- 
tracts fail when he thinks they ought to succeed. It is 
to supply him with this information that this book was 
written. 

Auction is frequently spoken of as a game of aces and 
kings. A player will glance over his hand and see a 
couple of these aces and a king, and mentally figure them 
as good for two or three tricks. But this is only the face 
value of the cards under any circumstances, no matter 
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who plays the hand or what the declaration may be. 
Several things tend to alter these values, just as the state 
of the thermometer alters the value of a barometer 
reading. 

One of the first things it will be necessary to arrive 
at is a proper imderstanding of the value of the high cards 
in themselves, apart from their combinations with other 
high cards. Wilbur C. Whitehead has aptly characterized 
aces as sure tricks; kings as probable tricks; queens as 
only possible. This assumes that there are small cards 
with them, of course, even with an ace. 

This rating is based on the theoiy that an ace should 
always be good for a trick, because there is no reason 
why it should not. But a guarded king will win a trick 
only about half the time by being led up to, imd will 
be lost about half the time by being led through or dis- 
carded. This would suggest that an ace should be worth 
as much as two kings. 



Sure. 



Probable. 






4 ▲ Yvortnzian 

I l\ I4 J I ^ I or 4 queens. 




Worth 2 kings 



Two kings 
equal 1 ace. 



Possible. 



grj [?]j|¥] iFiH [♦¥ 
fflR * * * * 



Four queens 
equal 1 ace. 



Queens are only possible tricks, even if well guarded, 
or accompanied by the jack, as few suits go round three 
times against a trump, and we are considering the intrin- 
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810 values of hi^ cards, regardless of the possibility of 
their being trumps. Tliat will come later. A queen 
bears about the same relation to a king that a king does 
to an ace. It might be assumed that a queen accom- 
panied by the jack would be as good as a king, as it then 
stands as good a chance to win .a trick if led up to or led 
through. But the difference is that the queen-jack 
combination is not good until the third round, and the 
third round may never come. 

If the king is with the ace of the same suit, such aking 
is clearly worth as much as the ace, as either may be 
played to the trick with the same effective result. In the 
same way, if a queen is with its king, such a queen must 
be worth as much as the king, so far as winning a trick is 
concerned, therefore the combinations assume a double 
value. Ace and king at the head of a suit is as good as 
two aces, and king-queen at the head of a suit is as good 
as the ace. 



Two sure 
tricks. 



One sure 
trick. 




♦_jilL± 

o 

o o 



Jacks and tens have no value in themselves, but in 
combination with higher cards of the same suit they 
may have. For the same reason that we do not reckon 
the combination of queen-jack as good as a king, we do 
not count upon the third roimd of any suit as being 
quite as good as the first or second. It might be thought 
that if a king with its ace is worth as much as the ace, 
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then the queen with both aoe and king was also as good 
as an aoe. It would bei but for the improbability of the 
suit's going round three times. Such a combination 
is worth only two sure tricks and one probable, or two* 
and-o-half. 

But if we hold the jack of a suit with the king and 
queen of that suit, the combination is counted as worth 
two tricks, or as much as ace and king. The theory is 
that only one trick can be lost, to the ace. In the same 
way we count the queen and jack with the ace as worth 
two tricks, as only one trick can be lost, to the king. 
There is always the possibility that none of the in^ 
cards may be lost in either case. With the king-queen- 
jack the ace may be played without having to be forced 
out by leading one of the high cards. With the aoe- 
queen-jack the king may be caught. This gives us three 
combinations of cards which are invariably counted as 
worth two sure tricks: 



Each worth 

2sure 

tricks. 





4 4-4- 



Any combination of high cards which is weaker, than 
these cannot be good for two tricks, even if there an6 three 
honors at the head of the suit. The value of AO such 
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leas valuable combinations is based on the probable 
distribution of the missing cards. Holding ace-queen-ten, 
for instance, if both king and jack are on the wrong side, 
the ace is the only trick in the suit. But such a distribu- 
tion of the king and jack is improbable, and half the time 
either the queen or the ten should win a trick, so we call 
this worth a trick-and-a-half . The same is true of ace- 
jack-tea, the improbability being that both king and queen 
are on the wrong side. The combination is therefore 
worth a trick-and-a-half . Add the ten to the king and 
queen, and we have the same factor of improbabiUty that 
both ace and jack will be on the wrong side, and therefore 
the possibility that the ten may win a trick, or the prob- 
ability that both king and queen may win. Another case 
of a trick-and-a-half . 



Each worth 
1} tricks, 




♦*♦ 

O 

♦♦♦ 
♦♦♦ 


4. ♦ 

+ 
♦ ♦ 

O 


o 

♦ ♦ 


4> * 
* 4> 

O 


o 

♦ ♦ 

♦ ♦ 



When we get to combinations that are stiD weaker 
than these* we find their highest value is one trick, with 
paihaps a possible trick. None of the following is worth 
more than a trick, the possibility of winning more not 
bcmg sufficieatly strong for purposes of appraisement. 
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Eftch worth 
1 trick 
only. 




9 ^ 

9 9 


<9 ^ 






+ + 











o 


o o 



.slLszJ 



^^ 



o o 



There are still weaker combinations that are not 
worth anything in a calculation of values, as there is 
little more than a probable trick in them at the best. 



Not worth 
a trick. 



♦-a ff-^ ff-? 

♦ ♦ 4 4 4 

4.4 * * * 

iZ4| l4L-*l l*-Jt 

^ <9 <y <y> ^ 

4l+] l4~4l I+~4 

4.4 * * 
4*4 4 4 4 4 



The reader's attention should be particularly called 
to the first of these three, the king-jack-ten, as it is one 
of the most deceptive combinations in the game for bid- 
ding piuposes. If the queen is on the wrong side, the 
suit may never win a trick until the third roimd, which 
reduces it to the same rank as queen-jack-ten. The 
weakness of these combinations will be more apparent 
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when we come to the play, especially that part of it 
iprtiich relates to finessing. 

The trick values attached to the foregoing combinations 
of high cards are based on averages. Take the ace- 
queen-jacky for instance. This will be good for three 
tricks in some cases, in others for two, and in others 
for cmly one, or perhape in rare cases for none at all. 
One or two of the high cards may be trumped, or perhaps 
discarded or given up to protect something else. 

The point is that although you cannot win exactly 
two tricks every time you hold this combination, ace- 
queen-jack, you are practically certain of getting 200 
tricks out of it if you hold it 100 times. 

These values are the minimum, under all conditions, 
and are for the high cards alone, regardless of the number 
of small cards in the suit. The combinations enumerated 
are good for the number of tricks specified in each case 
whether you are the declarer, or dmnmy, or one of the 
opponents. They are good for these tricks, on the 
average, whether the winning declaration is a trump or 
no-trump. 

But under certain conditions these high cards may 
be good for a great deal more than their intrinsic value, 
and this increase in their value may be computed with 
considerable accuracy, provided they are in the hands 
of the partners that get the winning declaration and play 
the dummy. If they are part of a no-trumper, for in- 
stance, these high cards may be doubly valuable in pro- 
tecting and bringing into play weaker but longer suits. 
In many cases they practically take the place of a trump 
suit and render the selection of such a suit either unneces- 
sary or unwise. 

Qn the other hand, there may be so many smaU cards 
in the same suit as the high cards as to suggest the 
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designation of that suit as a trump; but it will still be the 
value of the high cards in clearing up the suit in the hands 
of the opponents that will make the remaining smaO 
cards valuable as trick winners. 

Before proceeding to the principles that imderly the 
bidding, it will be necessaiy to examine this promoting 
power of the high cards and to arrive at an exact under- 
standing of its influence on the bidding itself. 



BIDDING VALUES 

The smallest bid that is allowed in the game is to win 
seven tricks. But it is very rarely that the player who 
is called upon to make the first bid has seven sure tricks 
in his hand, yet we continually see such bids made. It is 
trae that he has a partner, but he must bid on his own 
cards, and is responsible always for the majority of the 
tricks to be won. Looking over a player's hand we see 
perhaps two or three sure tricks at the most, yet he fear- 
lessly undertakes to win seven. Upon what grounds? 
Does he expect his partner to win four or five? 

The answer is this. He will not be required to win 
those seven tricks unless he is allowed to play the hand. 
If he plays the hand, it will be with a trump of his own 
selection, or at no-trump, and he will get twice as many 
tricks as be would if the other side picked a different 
trump and got the declaration. 

Almost without exception, the bids we see are based on 
experience, and nothing else. The hand looks sometlung 
like many other hands upon which similar bids were made 
and they turned out all right, at least part of the time; 
oftener than they failed perhaps. 

Not one auction player in a thousand knows just what 
any given hand is worth in actual tricks. If he has some- 
thing that looks like a no-trumper to him, he bids it. 
Another player would not regard the hand as a no- 
trumper, and would bid something else. Thousands of 
players will bid any suit of five cards without regard as to 
whether it is worth a bid or not. Their suit bids are all 
guesswork, and are based on the assumption that if the 
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suit named is not allowed to be the trump, it does not 
matter. 

Back of all this guesswork, the fundamental fact re- 
mains, although not one bridge player in a million may be 
aware of it, that the mere fact of his getting the winning 
declaration doubles the trick-taking powers of eveiy high 
card in his hand. Let us see why this is so. 

The declarer and his partner play the attack. Their 
opponents are ^ways on the defensive. The attacking 
hands are the ones that are tiying to go game; the defen- 
sive hands are the ones that are trying to prevent it. 
The attack has picked its own battle groimd, and usually 
has the larger force of artillery, or trumps, in commanding 
situations. 

While it may be true, as set forth by many writers on 
the game, that the play of the exposed hand is worth an 
extra trick, that estimate refers to the play itself, after 
the winning declaration has been determined. But 
securing the right to play the exposed hand is worth a 
great deal more than that, because it practically doubles 
the trick-taking power of the declarer's and diunmy's cards. 

Strange as it may appear, this fact seems to have 
so far escaped the attention of every writer on the game, 
yet it is the key to the only rational valuation of the 
hands for bidding purposes. 

Paradoxical as it may seem, it can be demonstrated that 
any sure trick in the hand of the declarer or his dummy 
will produce two tricks in play, on the average. That is 
to say, while an ace is imdoubtedly a sure trick, and to the 
average player it is nothing more, it is actually worth two 
tricks to the partners who get the winning declaration 
and play the hand. This is on account of its power to 
promote the value of the smaller cards in the same suit, 
or to bring the dregs of other suits into play. 
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Any player of expenenoe will tell you that if he holds 
five tnimpB to the -ace-kii^;, he ou^t to win four tricks 
in trumps. Why this should be so, he does not know^ 
but he relies on past experience to sustain him. The\ 
reason is not that there are five trumps in the hand, but 
that tiie two sure tricks at the top of the suit are worth 
four tricks. Ask him why five trumps to the king-jack 
are not equally worth four tricks, and he can offer no 
exfdanation but his past experience. The reason is that 
there are no sure tricks at the head of the suit. 

Leaving the trumps out of the question entirely for 
the present, let us take an example of a hand in which the 
tricks have to be won by the proper management of the 
hi^ cards alone, a no-trumper. This will make clear 
to us the pr(»uoting power of these high cards. The 
following hand might be typical of hundreds of elementary 
no-^rumpets. 



No. 1. 




♦ 



♦ 


A TO 9 7 ^ 

J 9^ 

♦ 





XK)3 
Q8 6 



y 


<^ J82 


A B 


<S> 97i 


QTX 


z 


4> E 7 54 



K*8 5 
Q J 6 5 
A 8 3. 
A 10 3 



Z dealt and bid no trump. Upon what sure tricks? 
Two aoes are backed up by a probable trick, the king of 
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hearts, worth half a tricki accordmg to the (^yst^n of valua- 
tion ab-eady explained. Let ub be liberal and call the 
queen-jack suit as good as a king and worth half a trick. 
The total value of Z's cards is three sure tricks. But 
suppose he insists that his king of hearts or his two honors 
in clubs are almost certain to be led up to, and is opti- 
mistic enough to call each of them a sure trick, he has only 
four in sight after alL 

A leads a small heart and dtunmy goes down. Tlieie 
is only one sure trick in that hand, if we estimate its value 
by itself, which we must always do. A very liberal esti- 
mate would be to say that there were five tricks between 
the two hands. 

If the theory of bidding values which it is the object d 
this work to explain is correct, these five tricks should be 
worth ten in play, because the partners who hold those 
five tricks got the declaration and are playing the attack 
In some hands they will produce more than double thdr 
intrinsic value, in some hands less. All bidding is based 
on averages, and in the long run 100 sure tricks in hand 
will produce 200 tricks in play for the declarer and dummy. 

In the actual play of tins hand Z made these ten tricks, 
winning foiu* by cards and the game. This result was 
entirely due to the promoting power of the high cards. 
Let us look the hand over before giving the play. 

Dummy's suit of five diamonds is worthless in itself, 
but the ace in the declarer's hand gives him a double 
finesse in that suit and makes it good for four trids. 
The four clubs in the declarer's hand would not be worUi 
much if left to themselves; a trick in three or four deab 
would be about the average. But the ace of clubs in 
the dumtmy promotes these fom* clubs, and makes them 
worth three tricks. 

Here we see that two of the aces are worth not on]y 
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twice as much as their intrinsic value, but three times, or 
two tricks more than average. If we now go back to the 
correct and sensible valuation of the two hands, we must 
admit that four tricks is nearer the mark than five, and 
that twice four, or eight, should have been their value in 
play. In this case the hand beat averages, and through 
the fortimate distribution of the cards two aces made 
three tricks each, instead of two, and gave the declarer 
four odd instead of only two by cards. Here is the play: 

The queen of hearts from dummy held the first trick, 
and the finesse of the jack of diamonds lost to A's king. 
A then tried to get his partner into the lead to come 
through Z's king of hearts, but Z won the king of spades 
with the ace. Then came the finesse of the club jack, 
followed by two more rounds, clearing up that suit, and 
then two rounds of diamonds established the dregs of that 
suit in the dummy. After making his thirteenth club, 
Z put Y in with a spade to make two more diamonds. 

That is the attacking part of the hand. Now for the 
defence. If we turn our attention to the trick values in 
the hands of A and B we shall find that they are worth 
no more than their face value. The ace of hearts is a sure 
trick. Kings are worth about half as much as aces, and 
queens half as much as kings. Add up these values in 
the hands of A and B and three tricks is about the limit, 
and three tricks is just what they produced in play. 

As a further illustration of the appUcation of this 
principle, let us suppose for a moment that A had secured 
the declaration, with hearts for the trump. The A and 
B hands would then be the attacking hands and their 
high cards should accordingly double their value. That 
iSy instead of being good for three tricks only, as they 
were in defence, they should be good for six in attack. 

This estimate will be found to be correct, as A must 
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make four heart tricks and two diamonds, and might even 
save the king of spades. 

In order to make what follows clear it will be neoea- 
saiy for the reader to keep constantly in view this double 
valuation of the high cards, depending upon whether 
they are to be used in attack or defence, because that is 
the secret of sound bidding. Every ace is worth two 
tricks for attack, only one for defence. Every king is 
worth a trick in attack, only half a trick in defence. 

These values are reduced only in case the partner denies 
having any length in the suit, showing that there are 
no small cards to promote, except those in the hands of 
the adversaries. The high cards then revert to their 
defensive values, as will be explained in the chapters 
on den3ring suits, and denying no-trumpers. 

As this method of estimating the trick-taking possi- 
biUties of the hand lies at the basis of the player's ability 
to carry out any named contract, the reader should 
be thoroughly familiar with the principle underlying it, 
so as to be ready to apply it to any combinations of cards 
he may happen to hold, not only in one suit, but in the 
hand as a whole. The bidding values of the small 
cards in the trump suit, especially in the partner's hand, 
wUl be dealt with in the next chapter. 



THE TRUMP SUIT 

While there is no difference between the promoting 
powers of the high cards in trumps or in plain suits, 
because five cards to the ace-king will produce an average 
of four tricks in play, whether that suit is the trump or 
part of a no-trumper, there is a great difference in the 
value of the small cards as they increase in niunber. 

At no-trumps, six or seven cards to the ace-king are 
worth no more for bidding purposes than five, and for 
purposes of defence they are not worth as much. The 
longer a suit, the less probability that it will go round 
twice without being trumped. This is a matter that will 
be discussed when we come to the difference between the 
major suits, hearts and spades; and the minor suits, 
dubs and diamonds. 

If five trumps to the ace-king are worth an average 
of four tricks in play, six trumps should be worth five 
tricks, because that sixth trump is as good as the ace of 
a missing suit, and the five trumps still remain intact. 
On the other hand, the shorter suit adds materially to 
the trick-taking probabilities of the hand if it is on the 
defensive. If a suit shorter than five cards is to be selected 
for the trump and to play the attack, you must deduct 
something for the loss of numerical value, or make up 
for it by greater strength in high cards. The danger 
of a short trump suit is that the opponents may out- 
last you. It is the opponents that will add to their 
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trick-taking powers if they have the majority of the 
trumps between them; but in a no-trumper, length in a 
suit in which you have all the high cards is of no use to 
them. 

This difference between suits that are trumps, and 
those which are part of a no-trumper, or are used to sup- 
port a trump suit, is very important. Ten trumps, 
no matter what they are, are absolutely certain to win 
the odd trick, regardless of the rest of the hand. But 
ten trumps can never be certain of winning the game 
unless they are headed by ace-king-queen. 

Ten cards of a suit which is not the trump, even if 
headed by ace-king-queen, may never win a trick if 
the adversaries get the declaration. I have seen eleven 
clubs to four honors lose a grand slam at hearts. 

There are two classes of bids; suit bids and no-trump 
bids, and the suit bids are of two kinds. The player 
who bids no-trump reduces aU the suits to the same 
level, and makes a club as good as a spade. The player 
who starts with a suit bid, especially a heart or a spade, 
must be prepared for the possibility of being left to play 
the hand on that declaration. The suit named will 
then be superior to all others, so far as trick-taking pos- 
sibilities are concerned. 

When a player names a suit for the trump, he offers 
to promote every card in that suit, whether in his own 
hand, or dummy's, or the opponents', and as the trumps 
in the opponents' hands will be just as superior to other 
suits as those in his own hand, the bidder must be care- 
ful to have a reasonable prospect of holding the ma- 
jority, so as to be able to outlast his opponents; even 
if he cannot disarm them. 

This consideration forces us to distinguish sharply 
between suit bids and no-trumpers. It is the number that 
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oounts in the one; the high cards in the other. The ace- 
king small in three suits, four little cards in the fourth 
suit, is a perfect no-trumper, but to pick any of the fomr 
suits for a trump would be folly, as the probability would 
be strongly in favor of the opponents having more trumps 
than the declarer, and it is number that counts in trumps. 

In order to secure what might be called a safe working 
margin for suit bids, the declarer should hold either 
five cards of the suit he wishes to establish as the trump, 
or four very good ones; just how good we shall see 
presently. This leads us to lay down as a fundamental 
proposition or a sort of starting point for the bidding, 
that if a player names a suit which he would like to be 
the trump he should hold at least five cards of that 
suit, and these five cards should be headed by a sufficient 
number of high cards to make it reasonably certain that 
tiie opponents can be disarmed, leaving the declarer with 
the numerical superiority. 

As all free bidb in suit are attacking bids, they must 
come up to attacking value. How this value may be 
distributed and what it must total, we shall come to in 
another chapter, but we must first consider the different 
functions of the suits themselves, which varies with the 
porposes to which they may be put. 

While on the subject of trumps, there is one important 
matter to which the reader's attention will be repeatedly 
called in the following pages. This is the difference in 
value of the small tnunps according to their location; 
tiiat is, whether they are in the hand of the declarer or 
in tiiat ot some other player. 

In the hand of the declarer, the trumps are worth 
what is bid upon them. Five to the ace-king are good for 
four tricks on the average. The character of the rest 
of ibe hand cannot possibly affect this valuation id any 



44 FOSTER ON AUCTION 

way. Thk is a difficult matter for some peiBons to 
understand. It is the stumbling block with nine out of 
ten teachers of bridge. 

If you hold five good trumps, and an ace-king suit 
besides, that outside suit adds nothing whatever to the 
value of the five trumps, although it makes the hand as a 
whole much stronger. This is easily understood. But 
a great many persons imagine that if you hold five trumps 
and a singleton, or a missing suit, the fact that you can 
ruff one of the plain suits on the first or second round adds 
in some mysterious way to the value of your trumps. 

This is a serious error, although a very common one, 
and it is such an important matter that it may be well to 
discuss it at some length, so that the reader shall clearly 
understand the manner in which trumps affect the bidding. 
Beginners continually excuse the weakness of their trump 
suit by pointing out their weakness in one of the plain 
suits. When their attention is called to the fact that 
they had nothing but six small hearts when they bid 
hearts, they retort, " But I had a singleton." 

When a player bids a spade, for instance, on five of 
that suit, hoping it will prove to be the trump, it is 
very seldom that these spades are all tops. What he 
expects is that the smaller trumps will win tricks, after 
the opponents' trumps are all gone. It should be evi- 
dent that the manner in which these tricks are won does 
not matter, but the average player does not see this 
point. The small trumps may be led, and good cards 
in plain suits have to be discarded on them, or the good 
cards may be led by the adversaries, and trumped by the 
declarer. 

Whether this trumping of good cards comes early in 
the hand or late, does not matter so far as winning tricks 
with small trumps is concerned. The mistake contin- 
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ually made by the beginner is in counting the small trumps 
as worth more than their average value simply because he 
can make them early in the play when he holds a singleton 
or has a missing suit. 

It may come as a surprise to some persons to learn 
that the possession of a singleton may lose tricks instead 
of winning them, especiaUy if dummy happens to have 
that suit. Much depends on how soon the singteton 
suit is led, and an early force may be fatal. 

With a singleton in the declarer's hand, tricks may 
be lost in two distinct ways. It may be impossible to 
lead the suit twice, in case a finesse in dummy is neces- 
sary. It may be impossible to ruff the opponents' 
suit, because that is not the suit in which the declarer 
is short, and if he has a singleton in one suit he must 
be long in others. 

The root of the matter lies in the consideration of the 
fact that it really does not matter whether it is the 
first round of a suit or the fourth that is trumped. One 
of the declarer's trumps must be used in either case, 
and either is a trick won for his side. As long as the 
small trumps take tricks anywhere, their value is demon- 
strated. The most striking illustration of the useless- 
ness of short suits, as an asset in trump values, is to take 
the six highest trumps in the pack. These are indis- 
putably good for six tricks, no matter what the rest of 
the hand. What difference would it make if there were 
a singleton in it? That would never make the six trumps 
good for seven tricks. Take the following hand: 
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No. 2 





^ 


9 62 








♦ 


A K7 









9 43 






J 10 


J 5 43 






^ 


Y 


7 


83 


♦ 


J 8 5 2 


A B 


♦ 


Q9 6 





A K872 





Q 10 6 5 


♦ 


K9 

7 


z 


<i> 


AQ 10 6 




A K Q 7 64 






♦ 


10 4 3 









J 






♦ 


8 7 2 







Z dealt and bid two hearts, which held the contract. 
He has six trumps and a singleton. The interesting part 
of this hand is to see what influence this singleton had 
on the result. These six trumps are good for six tricks; 
no more, no less. 

A led two rounds of diamonds, Z trumping the second 
and exhausting the adversaries' trumps in two leads.- 
Now he can start the spades, hoping to make the fourth 
if that suit is split, or he can run off three rounds of clubs 
and let the adversaries play the spades. At some tables 
he did one thing, at other tables another. It does not 
matter which he does, he must lose a diamond, a club 
and three spades, but makes his contract, two by cards, 
because dummy wins two tricks. 

What influence ' on the result has the singleton, or 
Z's ability to ruff that suit on the second round? Change 
Z's hand a little, giving him two diamonds, so that he 
cannot ruff that suit until the third round, and take away 
one of his spades, exchanging with A. Now he losee 
two diamonds, but only two spades, and the inevitabk 
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dub, still making his contract, which shows that the 
early ruff had nothing to do with it. 

Change the hand again, and give Z three diamonds, 
so that he cannot ruff that suit at all, and let him hold 
only two cards in each of the black suits. He still wins 
two by cards, as he loses no club trick, but must lose 
tiiree diamonds and two spades. 

But now let us look at the really illuminating change 
in the hand. Give Z no diamonds at all, and distribute 
the black suits in his hand four and three. If it is the 
spades that he has four of he loses four spades and a club, 
after ruffing the diamonds on the first trick, again making 
his contract, two by cards. 

But if we give him four clubs and three spades, he 
will make an extra trick; not because he gets the ruff 
on the diamonds, but because dummy is short in clubs 
and can get in a ruff on the fourth roimd with the small 
trump he has left. This is not an argument in favor of 
the short suit in Z's hand, but in favor of dimuny's three- 
trump holding, which is something Z knew nothing about 
when he made his bid. 

Some players imagine that it is quite safe to advance 
the bid when they can ruff the first or second round of 
the suit the opponents are bidding on, because that is 
the suit against which the defence is needed. This is 
true if it is dummy that is going to do the ruffing, but it 
is absolutely false so far as the declarer's hand goes. 

If the declarer meditates ruffing the opponents' suit 
on ibe first or second round, that is equivalent to reducing 
lus trump holding immediately. If he can stand the 
ruff, wdl and good. The situation is then the same as 
if he held either of two things, hearts being trumps, with 
dubs dedared against him. Five hearts to the ace- 
king and no dubs; or, four hearts to the ace-king and the 
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singleton ace of clubs, with four small cards in each of the 
other suits in either case. 

With either holding it is clear that the declarer must 
use his ace of clubs, or one of his trumps, on the first 
trick, if clubs are led. The trick-taking value of the hand 
is precisely the same in either case. The missing suit 
has nothing to do with it. 

But when we come to consider the matter of sin^etons 
or missing suits in the hands of the other players, the 
circumstances are entirely changed. Let us look at the 
trumps in the hand of the declarer's partner first, as the 
declarer will not take them out if he sees any better use 
for them than letting them fall on his own high trumps. 

If the declarer's partner has none of a certain suit, 
no matter which, he can ruff the first round of it. Then 
his smallest trump is as good as the ace of that missing 
suit. If he has only one of the suit, and can ruff the second 
round, his smallest tnunp is aa good as the king of that 
suit. If he has two of the suit only, and can ruff the 
third round, his trump is as good as the queen of that suit. 

These values, especially the ace and king values, 
are very important in estimating the trick-taking posor 
bilities of the partner's hand for the purpose of assisting 
bids, as we shall see when we ccmie to that subject. As 
all assisting bids are attacking bids, made on the assump- 
tion that the suit named will be the trump and that the 
side that is bidding will get the contract and play the 
hand, it should be clear that no matter to what use 
dummy's trumps may be put they do not interfere in 
any way with the intrinsic value of the trumps in the 
declarer's hand, which are the trumps upon which the 
original bid was made. The point is this: Is there any 
precise use to which dummy's trumps can be put? 

If the declarer starts with a bid of one heart on five 
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to the ace-king, and dummy can trmnp the first round 
of dubs, or the second round of diamonds, the declarer's 
five trumps are still intact. But if it were the declarer 
that had to trump those suits, and dummy could not 
trump anything, the declarer's fighting powers would be 
materially reduced. 

It is hardly necessary to ^int out that every good 
player realizes this, and tries to force the declarer's trumps 
at every opportunity. If you are opposed to the de- 
clarer and can force him twice, while holding four trumps 
yourself, however small, you bring his five tnunps down 
to three, and outlast him. These tactics save many a 
game and set many a contract; but if it is dummy that 
can take the force, the dedarer is safe. Take this hand 
as an example of the manner in which a singleton in the 
dununy may add to the strength of that hand. 

No. 3 





s? 


10 9 74 








* 


6 









A J9 72 






Q8 


7 5 3 






s? 


Y 


7 


K J65 


<?> 


K Q9 2 


A B 


♦ 


J 10 7 3 





E Q 83 





10 6 4 


♦ 


K 10 6 


z 


♦ 


9 8 




A 3 2 








♦ 


A 85 4 









5 






♦ 


AQ J4 


2 





Z bid a spade, which held the contract. At some 
tables A led the king of clubs, at others the king of 
diamonds. It does not matter which he leads, Z goes 
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game in spades; not because he has a smgleton; but 
because dummy has one. 

Z won the club, if clubs were led, and gave dummy a 
ruff. Getting in again with the ace of hearts, he gave 
dummy another ruff. Then he led two rounds of dia- 
monds, ace first, trumping the second round, and made 
dununy's third trump. After trumpiz^ another diamond 
himself, he must make two of his three high trumps, 
winning four by cards and the game. If A starts with a 
diamond, the result is the same, the only change being 
in the order of the minor-suit leads. 

It will be seen from this that Z makes the average 
expected from five trumps, headed by two sure tricks, 
and no matter how the cards lie in the plain suits, he could 
not nukke any more. But let us look at dummy's hand a 
moment. 

Instead of the singleton club, give dummy the six 
and three, and give B the deuce of diamonds in place of 
the trey of clubs. It will now be found impossible for Z 
to make more than two by cards, although his hand 
remains the same. Here is the way the hand would prob- 
ably be played, club led. 

Z would win the club and return it, to get dummy 
ready for the ruff. A would play the deuce or the nine, 
and B would overtake the trick and lead one of his trumps 
upon which Z would have to play the ace, or A would get 
a second round of trumps at once. Diunmy gets the ruflf 
in clubs and Z gets in again, but on the fourth club lead 
B overtrumps Z, and leads a diamond. This holds Z 
down to two by cards. The diamond opening would 
have exactly the same result. Y's ability to trump the 
second and third round of clubs in this hand is practically 
equal to a king-queen suit. 

When it is the declarer and not the dmnmy that haa to 
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rufif a suit, the result is visually a loss, instead of a gain. 
As already pointed out, a four-trump hand that can get 
two forces on the declarer's five-trump hand may outlast 
him and bring in the dregs of a suit. For this reason good 
players consider it folly to lesd singletons, and invite a 
force on themselves, when they have four trumps, how- 
ever small, and a good suit. Here is an instance of the 
power of these forcing tactics when used against a normal 
five-trump hand. The deal was played at seven tables, 
and only two saved the game. 

No. 4 

S? J 9 3 

<$> 9 8 54 

A 8 7 2 

4> J6 

A 

^ A K 10 « 4- 

<?> -2 

K 10 4r 



s? 


8 752 


y 


7 


Q 


♦ 


A Q J 7 6 


A B 
Z 


♦ 


K 10 3 





3 





Q J 965 


♦ 


A 10 7 


♦ 


9 543 



Hearts were trumps at every table, sometimes for 
a contract to make one, sometimes two. In five cases A 
led the singleton diamond, hoping to get in some of his 
little trumps, and Z went game on the hand. He won 
the first diamond trick with the ace, so as to lead the nine 
of tramps from dmnmy for the finesse, and then he pulled 
every one of A's trumps before establishing the spades, 
so that he still had a trump left to stop the clubs, B 
winning the last trick with the queen of diamonds. 
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At the only tables at which A opened the hand oor- 
rectly, with the ace of dubs, following with the queen, 
Z was forced to trump the second round. Then he led a 
small spade, to get dummy in for the trump-finesse lead; 
but A put on the ace second hand, so as to make sure of an 
immediate second force on Z. At another table, Z put 
Y right in with a diamond, instead of trying the spade, 
but the result was the same, as A was Mt with the aoe 
of spades for re-entiy, instead of the long trump. 

Whether A is left with the long trump, after Z has 
been forced twice, or with the ace of spades after all the 
trumps are gone, does not affect the result, A gets in to 
make the dub trick. If Z does not run with the diamonds, 
he wiU carry home the ace and A will make two dubs. 
The early force by A saves the game. 

Change this hand a trifle, giving Y the singleton dub 
and the four spades to the king-queen, while Z has three 
clubs. In this distribution, dummy with the singleton, 
it does not matter what A leads, Z will win the game, 
simply because the second round of clubs can be trumped 
without weakening the declarer's trump suit. 

So far, we have been devoting our attention chiefly 
to the declarer's hand and to the original bids, but there 
are two points about the trump values in the partner's 
hand which will be continually referred to in what fol- 
lows. The first of these is the necessity for the partner 
to warn the dealer that the distribution is not normal. 
The other is to add or deduct values in his own hand, 
according to the number of trumps he holds, and their 



That the high cards in all suits are worth twice as 
much for attack or defence is equally true whether these 
high cards are in the hand of the declarer or of his part- 
ner; but it is not equally true of the small trumps. There 
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is a great difference between the small cards of the 
plain suits and those of the trump suit in the partner's 
hand. 

If the dealer bids a heart, and his partner holds three 
or four, small clubs, those cards are worth nothing at 
all. But if they are three or four small hearts they have a 
distinct value, which every player should be able to 
appraise and bid upon. 

The average trump bid is on five cards, and the average 
holding for the partner is about three small ones; or 
two, one of whidi is as good as the queen. These are 
either of them worth about half a trick, because it is only 
about half the time that one of them can be used sepa- 
rately from the declarer's trumps before the trumps are ex- 
hausted from the opponents' hands. But if the partner 
hcdds four small trumps, or three to a high honor, they are 
worth a trick and a half. This is the limit for small 
trumps, or one honor, as five or six are worth no more. 

The reason is tibds: If dmnmy is going to lay down 
any one of the three top honors, which the dealer feared 
might be against him, and which he might have to lead 
out several rounds of trumps to catch or force, he need 
not make those leads. In the same way, if dmnmy is 
going to lay down four or more trumps, even small ones, 
any honor that is out against the declarer should be more 
easily caught, as it is unlikely that it is sufficiently guarded 
if there are nine trumps between declarer and dummy. 
But this extra length in trumps is useless if dummy has 
an honor, and several trumps will fall together at the 
end of the hand. 

If there is more than one honor in the dimmiy, ace 
and jack, for instance, the declarer holding king-queen- 
ten and others, a trick may be added for the extra honor 
if there are four cards in the suit. The ace of trumps is 
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never counted for more than one trick in the partner's 
hand, as the two-trick estimate is reserved for the plain 
suits and for the trumps in the declarer's hand. 

The partner's trumps will often have a double value, 
owing to their performing a double duty. With four 
trumps, for instance, the mere fact of length is valuable 
in saving the declarer from the necessity of leading 
trumps so often to exhaust the adversaries. If, at the 
same time, there is a short suit in the hand, this length 
can be used for rufi^g, and the trumps will therefore have 
a double value, as protection and as trick-winners. 

If, on the contrary, the partner holds less than his 
share of the trump suit, he must make some deduction 
from the strength of his hand in the plain suits to balance 
this weakness in trumps. With only two small trumps, 
neither as good as the queen, he should deduct a trick 
from the rest of the hand. With only one small trump, 
he should deduct two tricks, counting them at their 
bidding values, or the equal of two kings, or one ace. 

It is an invariable rule to deny the partner's suit 
when so short in it, as we shall see presently. But some- 
times the declarer has enough himself to ignore this weak- 
ness in his partner's hand in trumps, and wants only out- 
side help. This help in the plain suits must still be 
discounted in accordance with the weakness in trumps, 
or the hand is given a false valuation. 

This shows that the small trumps in the partner's 
hand have an intrinsic value in themselves, but this value 
depends entirely on that suit being the trump. The 
moment the declaration shifts, or the opponents get the 
contract in some other suit or no-trumps, these small 
cards lose their value and become useless for any pur- 
pose. The following table shows the usual valuation 
for trumps in the partner's hand: 
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3 small trumps are worth } trick 

1 honor and 1 small, are worth } *^ 

4 or more small, are worth 1} tricks 

1 honor and 2 or more small 1} '' 

2 honors and 2 small are worth. ... 2 *' 

For only 2 small, deduct a trick. For only one or 
none, deduct 2 tricks, coimting them at attacking value. 
For an unguarded high honor, deduct 1 trick. Remem- 
ber that five or six trumps, in the partner's hand, are 
worth no more than four. 



MAJOR AND MINOR SUITS 

In selecting a trump suit, one must alwa3n3 have in 
view the possibility of going game. The number of hands 
that win the game with the assistance of a previous score 
is so small, not more than one in twenty-five among 
good players, that this part of the subject may be left 
out of the question for the present. , ^ 

It is easier to go game at no-trumps than with any 
other declaration, because it takes only three odd to 
reach the required 30 points. The bald statement of this 
fact, without qualification, has, unfortunately, left thou- 
sands of players with a totally false idea of the bid. The 
bane of tiie avelttge bridge player is the no-trump bug. 

While it is true that one can go game with only three 
by cards at no-trump, it is also true that one must have 
a no-trumper to start with. One of the most common 
faults is trying to make no-trumpers out of hands which 
are much better and safer suit declarations; or which 
would yield a larger profit if reserved for defence against 
an opposing declaration; or out of hands that never 
were no-trumpers. 

It is a common Bayiag that ''almost anything can 
happen to a no-trumper"; whereas a sound suit bid 
can never go very far wrong. Every no-trumper has 
some weak spot in it, and when this spot is hit by the 
adversaries the result is sometimes disastrous. Take the 
following cards, which were held by one of the best players 
in the leading auction club of America, and on which he 
bid one no-trump originally: 
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s? 


E9 


♦ 


Q 10 6 





EQ J 10 


♦ 


A E Q2 



Hie opening lead was a small club and the result of 
the play was that the declarer lost a little slam, the only 
trick he made being the king of diamonds at the end, and 
be got that only by using excellent judgment in discard* 
ing an four of his spades. With spades for trumps he 
would have won the game. 

I have always taught my pupils that if there is a good 
inajornauit bid in the hand it is never a no-trumper, 
no matter how strong the other suits may be, short of 
four aces, and seldom even then. The foregoing hand is 
a spade bid. 

It is not much more difficult to go game with a major 
suit, hearts or spades, than at no-trump, and the danger 
of being heavily set is reduced to a minimum* But 
when it comes to imdertaking a contract to win eleven 
tricks out of the thirteen, with a minor suit, clubs or 
diamoodsi for the trump, it is a different matter. The 
adv^saries have the lead, and they immediately run 
to cover by making all their sure tricks at once. The 
usual result is that they have the game saved before the 
declarer gets going. 

Hiese various considerations have led good players 
to distinpiiah three classes of bids — ^no-trumps, major 
suits, and minor suits, and to bid them upon the following 
holdings: 

No-trumpers are hands that are too strong to pass 
without a bid, but not long enough in either of the major 
suits to declare hearts or spades, and at the same time too 
strong to risk being left in with a minor suit. 
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Major-suit bids are made on all hands that have 
sufficient length in hearts or spades to justify the selec- 
tion of one or other for the trump, and also suflScient 
strength to win some tricks in that suit in case it is not 
the final declaration. 

Minor-suit bids are made on hands which are not 
good enough for no-trumps, and not long enough or strong 
enough in hearts or spades to justify a major-suit bid; 
but can promise at least two tricks to assist the partner, 
if he has a better bid; or to defend the game, in case 
the opponents get the declaration. 

In their attempts to reduce all suit bids to a uniform 
83rstem, almost all writers on the game insist that every 
suit, major or minor, should be bid as if it were likely 
to remain the final declaration and become the trump. 
This requires the bidder to hold just as strong a suit of 
clubs or diamonds as he would require in hearts or spades, 
and the standard minimum has been fixed at five cards, 
with two sure tricks in the hand, at least one of which 
must be in the suit named. 

I have always insisted that this is a mistake, and that 
if the difficulty of going game with a minor suit is ad- 
mitted, it is undesirable to waste the hand on that 
declaration if anything better can be found. This alter- 
native is never considered in bidding the major suits, 
therefore the two bids are in a totally di£Ferent cate- 
gory, and should not be controlled by the same considerar- 
tions. 

No good player ever makes a free bid of one trick in 
a minor suit with the deliberate intention of having that 
suit for the trump. It may turn out to be the best or 
the only declaration for the combined hands after all, 
and the opponents may have nothing to say, but that 
does not mean that the bid should always b^ started on 
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the assumption that such an unusual state of affairs 
will be found. 

Minor suits are chiefly useful in supporting better 
bids by the partner, and in saving contracts against ad- 
verse declarations. They are very useful in telling the 
partner what to lead, or in showing him what will be led, 
in case the opponents play the hand. Here is a deal that 
settled the top score in an important duplicate match: 

No. 5 





EQ J 10 


♦ 



864 

♦ 




A 

AQ J84 
9 6 3 
J 8 5 2 





4> 


Y 

A B 

Z 





72 

K 10 6 3 
8 7 54 
Q73 


J 10 2 
AE6 




9 5 3 

9 7 5 2 
AEQ 

10 9 4 







Z dealt, but he would not bid a diamond, as he had 
only three cards in the suit. A bid three hearts, after 
which it was impossible for Z to go to four diamonds. 
Not knowing anything about Z's hand, Y led' the ace 
of clubs. A trumped it, put dunrniy in with a spade 
and discarded a diamond on the club king. This won 
the game, which three diamond tricks would have saved. 

In the major suits, length, as well as high cards, is 
important. In the minor suits, high cards are the chief 
requisite, and length is a secondary consideration^ at 
least for free bids. 
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In watching the bidding and recording the hands of 
many important duplicate matches among the best 
players, I have be^ repeatedly impressed with the 
importance of bidding minor suits on strength, regard- 
less of length. The following remarkable hand was played 
at one of the nine-table games at the KnickerfaoAg 
Whist Club: 

No. 6 





V 


AE9532 






♦ 


Q J853 















• ♦ 


J 5 






"^ 


Y 


^7 


J74 




<?> 


10 9 


A B 


<?> 


7 4 





AQ J 6543 





K9 


♦ 


AE86 


Z 


♦ 


Q 101) 4 3 2 


a 


Q 10 8 ( 


i 






♦ 


AK62 









108 7 2 






♦ 


7 







Z dealt, and at several tables would not bid a dub 
because he had not five cards in the suit. In some in- 
stances this cost him several himdred points, as he lost 
a grand slam in diamonds or spades, according to A's 
bids. At some tables, when Z passed, A bid three or 
four diamonds, Y hearts and B either more diamonds 
or spades. TVlien played at diamonds, Y, who knew 
nothing about the dubs, led a heart and lost a grand 
slam. 

At some tables, Z passing, A started with a spade Ud, 
which is the correct declaration on this hand, as we shall 
see when we come to the chapter on selecting suits. 
The spade is the higher ranking of the two suits, either of 
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which is a sound free bid. Y went two heartSi B more 
spades and Z more hearts. When it got up to five spades, 
T quit, as he knew nothing about the clubs in his partner's 
hand. He led a heart, trumped by A, and lost a grand 
slam. Had he known about the clubs he could have 
saved four tricks and set the contract, which was done 
at one table. 

At the only tables at which Z made the correct declara- 
tion on his cards, one club, it had various results, all 
favorable to Z. At one table the assurance of two club 
tricks against them frightened A and B from going beyond 
five spades, and Y, encouraged by the clubs, went to six 
hearts and made it. The difference between winning a 
small slam at hearts, with four honors, and losing a grand 
slam in spades with four honors is 587 points, as a game 
adds 125 in honors at duplicate. This is all due to the 
original club bid. Have you ever seen 587 points lost 
by sudi a bid? 

At one table at which Z bid a club originally, A bid 
a spade and afterwards overcalled Z's three-heart assist 
with four diamonds, B going to five spades and A to six, 
which held, doubled. Y led the club, as he felt hearts 
would be trumped, and Z made two clubs and led a 
diamond, which Y trumped, setting the contract for 200. 

At another table they did better than this against 
the spade contract, as B was the declarer. Z led a club, 
and then switched to a diamond, as B had supported 
that suit in the first place, afterward bidding spades. 
Y trumped the diamond and led back the club, getting 
in another tnunp on the second lead of diamonds. This 
set the contract for 300. 

Countless instances of such hands could be given, 
in which tricks are either saved by showing a minor 
suit, or the partner encouraged to bid because of the 
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announced strength, 
of this feature: 
No. 7 



Take the following as an example 







^ 


KQ J7 5 


Y 


^ 


10 9 3 


♦ 


J 5 


A B 


♦ 


10 7 





Q J 10 





9 6 5 


♦ 


A 5 2 


Z 


♦ 


K Q J 



^86 
<5> A K 3 
8 4 3 2 
4^ 9 7 6 3 

At six tables out of seven Z passed without a bid, 
although he held two sure tricks in a minor suit. The 
result was that the hand was played either at hearts by 
A and B, who made two by cards, or went to three chibs 
by Y, who made it. At one or two tables they went 
to three hearts and doubled four clubs^ or set the four 
club contract without doubling. 

This is a wasted opportimity for Y and Z. At the 
only table at which Z started with a club bid, A went 
hearts and Y at once bid no-trumps, being prepared to 
shift if B should shift to spades. Knowing what to lead, 
B passed and Y went game at no-trumps, as he calculated 
he must, if Z has the ace-king of clubs. One may judge 
of the consequences of relying on a player in Z's place 
who will bid a club on five or six to the king jack ten. 

As will be seen, it does not matter what B leads, if 
he cannot make five spade tricks at once. Six dubs 
and three tricks in the red suits are a certainty, evai if 
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Z should have no small dubs at all, as T can get in twice 
on the diamonds. 

Many opportunities to go game at no-trumps are missed 
by players who will not declare a minor suit unless they 
have five cards of it. The length is seldom of any 
adrantage, and it may be a serious disadvantage when 
on the defensive. 

Any person who is familiar with the game must be 
aware that the longer a suit, the less the chance that 
it will go round many times without offering a chance 
to trump it. If the adversaries are pla3nng the hand with 
hearts for trumps and you hold five clubs to the ace-king, 
you are much less likely to win two tricks in dubs than 
you would be if you had ace-king alone. You may do 
it once, or twice, or every time for a whole evening; but 
if you do it a himdred times you will find, if you keep 
account of it, that it will go roimd twice only about 
fifty-three times in the hundred times you try it. If 
the suit is only four cards, it will go aroimd two or three 
times about seventy times in a himdred deals, while 
a three-card suit would go round eighty times. Twice 
oat of three times, it wiU be dummy or declarer that 
will be short in it. 

For this reason I could never see any sensible objec- 
tion to the free bid of a club or a diamond when the 
Buit is headed by two sure tricks, even if there are only 
three or four cards in the suit altogether. The main 
point is the sure tricks; not the length; because length 
is valuable only in a trump suit, or a no-trumper, and is 
a disadvantage if the hand is on the defensive. 

Having now considered the various principles that 
underlie the values of certain holdings, we are ready 
to go into the question of the bids themselves, beginning 
with the simplest forms, which are the one-trick bids. 



ORIGINAL, OR FREE BIDS 

Evert free bid should have two objects constantly 
in view; attack and defence, because one never knows 
upon which side the bidder will evidently find hiniself . 

A free bid of one trick is very seldom final. It offers 
several alternatives. It may tell the partner what 
the bidder would like to be the winning dedaratim. 
But at the same time it indicates where assistance can 
be expected, in case the partner becomes the declarer; 
or for defence, in case the adversaries play the hand. 

There must always be this dual object in making a 
free bid, or it is unsoimd. But after the first bid has been 
made and the competition for the privilege of playing 
the hand started, the bids are largely forced, and the 
plajrers are not so particular about conventions as they 
are about saving the game by bidding anything that 
seems to have a chance. 

Leaving the state of the score out of the question, 
the first bid made by the dealer, or by some player to 
his left if he passes, is the most important in the game, 
and rests upon this principle: 

There are thirteen tricks to be played for, and the 
average would be three-and-a-quarter for each player. 
If any player has more than his share, he has no right 
to assume that his partner has less than the proper share 
of those remaining, and if they have between them more 
tb^fi their share, they should get the play of the hand, 
or at least make a bid for it. 

If the average is three-and-a-quarter, any player 
who has a hand that will produce four tricks, on the aver- 
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age, should declare himself if he has a free bid, provided 
the distribution of those tricks and the length of the 
suits is such that he can make a strictly conventional 
declaration. It is the limits of these conventions and the 
hands that th^ will fit which we are about to study. 

The requisite four tricks are always counted upon 
their attacking values; but they must be worth at least 
two tricks as defensive values, or the bid is unsound. 
Bids of two, three, or four tricks may be made for noth- 
ing but attack, but we are not considering them now. 
All free bids of one trick are strictly for both objects, 
attadc and defence. 

This brings us to the consideration of the three classes 
of hands upon which bids are made; those in which all 
the strength is in one suit; those in which it is all in 
two suits, and those in which it is distributed among 
three or four. 

The first and second are suit bids, the third class 
are usually no-trumpers. Each class must be bid in a 
different way, so that the partner shall understand 
clearly, if the bidding meets with opposition, to which 
class tibe hand belongs, and will adjust his support to 
the circumstanoeB. 



MAJOR-SUIT BIDS 

Thebe are two classes of suit bids, those in the major 
suits, hearts and spades, and those in the minor suits, 
clubs and diamonds. The difference lies in the length of 
the suit. While the same rules apply to the selection of 
either so far as the high cards are concerned, the niajor 
suits demand length, as well as high cards, for the reason 
already explained — ^that they are more than likely to 
become the final declaration. 

The standard for a free bid in a major suit is five cards 
headed by two siu-e tricks. The high cards are for 
either attack or defence; the length in the suit is for 
attack only, and all free bids are attacking bids. 

There are only three combinations of cards that will 
exactly fulfil the requirements for a major-suit bid, 
regardless of the rest of the hand. Stronger holdings 
will of course do so; but weaker ones will not. The 
three are: 
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The denomination of any card below the ten is un- 
important in this or any of the illustrations given. 

Calculation and experience agree that any one of 
these three combinations will be good for four tricks 
in attack, or two in defence, on the average. That is 
to say, if the suit named is the final declaration and 
becomes the trump, or if the partner gets the declaration 
at no-trump, or even in another suit, these five cards will 
produce four tricks in play. If the suit is not the trump, 
and the opponents play the hand, these five cards should 
be good for two tricks. This is the average value of 
these three standard combinations. They are all one- 
trick bids. 

It is needless to say that if the five cards are headed 
by greater strength, so much the better. Five to the 
aoe-king-queen, for instance, is obviously as good, or 
better, for four tricks in pla3ring the attack, or two in 
defence, as any of the three given. They are one-trick 
bids. 

But if we add a card to any of these combinations 
which are good for two sure tricks, so that we hold six 
in suit, they are two-trick bids; not because they are worth 
any more in defence, but because they are worth more in 
attack, and the player must never forget that all his free 
bids are attacking bids, and convey information of attack- 
ing values to the partner. With seven cards in suit, 
headed by two sure tricks, such as any of the three com- 
binations just given, or better, the proper bid is three, 
and with eight in suit, four. 

On the other hand, if there are not five cards in the 
suit, there must be greater strength in high cards than 
just two sure tricks, to make up for the numerical de- 
ficiency. Four spades to the ace-king is not a sound 
major-6uit bid, although it would be all right if the suit 
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were dubs or diamonds. But with such strength as the 
following, the player may safely bid one on four-card 
suits: 




FTI 






The additional strength in high cards makes up f(» 
the want of length, as it is improbable that the adver- 
saries will be able to outlast the attack. They may not 
be able to win a trick against the iSrst combination, and 
more than one against the second is highly imiHt)bable. 
At the same time, these combinations are much stronger 
if the partner gets the declaration, adding materially 
to the trick-taking possibiUties of his dummy. Greater 
strength, such as the four top honors, does not justify 
a bid of more than one, as all bids for two or three tridm 
must be reserved entirely for indicating length. 

These are the standard combinations, so called becauae 
they contain in the suit itself all the requirements for 
the initial bid. When there is nothing else in the hand, 
it is conventional to bid all the suit is worth at once. To 
bid one spade when holding six or seven headed by two 
sure tricks, and then to bid more spades if overcalled, is 
bad bidding, for reasons which we shall come to pres- 
ently. Bid all the combination is worth at once, and have 
done with it. That is the rule. 

But in the great majority of the hands that a player 
is called upon to bid, no one of these three standard two- 
sure-trick suits will be foimd, but there may be a number 
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of hands m which the bidder will find five or more cards 
of a major suit without the two sure tricks at the top. 

If the reader will refer to the chapter on Intrinsic 
Trick Values, he will find three combinations that are 
listed as worth only a trick-and-a-half . Let us suppose 
that each contains five cards. That does not add any- 
thing to their trick-taking value, either for attack or 
defence. They fall just half-a-trick below the standard 
required for a free bid. Here they are: 




I*? 



±1± 




AH three of these fall half-a-trick below average, 
but they are soimd original free bids if this half trick is 
to be found in any of the three other suits in the hand. 
This would be a well guarded king. If there is greater 
strength than that, so much the better, but what we are 
investigating is the minimum for a free bid. No matter 
what strength there may be in other suits, never bid more 
than one heart or spade with such combinations as this, 
and an outside king or better. 

But with greater length in the major suit, the bid may 
be two tricks. The strength not being all in the suit 
itself, two extra trumps, or seven in suit, are required to 
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justify a bid of two; three extra, or eight in suit, to 
justify a bid of three, the outside strength of half-a-trick 
or better being also essential in every case. 

Major suits of four cards only, which are not up to 
the required standard for a bid, may be brought up to 
standard with the assistance of half-a-trick or better in 
some other suit. Take these holdings: 



© 




99 



9 9 



±ZJti 



With a well guarded king in another suit, or better, 
these combinations are worth a bid of one heart or spade. 

When we come to still weaker combinations, such as 
the following, we find that they are not good for more 
than one trick in the suit itself, and in order to bring 
the hand up to standard for a bid, there must be at least 
one sure trick in some other suit: 




These are not worth more than a trick, and unless 
there is as good as an ace, or a king-queen suit, or better, 
in the hand to support the major suit, it is not a free bid. 
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The defence is not there, and there is not enough in the 
suit itself to justify the player in estimating that he can 
take care of more than his share of the thirteen tricks to 
be played for. If there is not an outside ace in the hand, 
two well-guarded kings would do as well, as they are worth 
half-fi^trick apiece. 

Any major suit of only four cards which is headed by 
one of the three standard two-trick combinations, is 
a good free bid if there is at least one trick outside to 
make up for the missing trump. Take these suits: 



© 



■ an 




In a minor suit, clubs or diamonds, a bid of one on 
these holdings would be perfectly correct, as the tricks are 
there; but in a major suit, which may be the final declara^ 
tion, there must be at least one sm^ trick on the outside 
to justify the bid. This may be an ace, or a king-queen 
suit, or two well-guarded king^. Anything better than 
that makes it so much the better bid. 

When we get down to five-card suits in which there 
is not even one sure trick, they become doubtful bids, 
even with considerable outside strength, unless the 
eharacter of the hand is such that it is doubtful if any one 
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else will have a bid if the declaration is passed. Take 
the following: 




Size of cards below the 9 are unimportant. 

As we have already seen in the chapter on Intrinaie 
Values, none of these is worth more than a probaUe 
trick, and they are all worthless for purposes of defence. 
Even with two sure tricks in another suit, such as ace- 
king, or ace-queen-jack, these are bad free bids, because 
the strength of the hand is not in the suit nam6d,and if 
the partner depends on that suit for assistance or defence^ 
he is deceived. If the supporting suit is a club or a dia- 
mond, it is better to bid that suit. If it is in both, the 
bid may be no-trumps. If it is.in the other major suit, 
there is nothing to be afraid of except a no-trumper, and 
then such suits may be declared, because of the danger 
of no one else having a bid, if one hand is so strong in 
both the major suits. Take this hand: 

S? A K3 
<5> K 84 

Q9 

4i K J 842 
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As between no-trumps and spades, the spade is the 
better bid, because it is safer, and there is nothing to 
fear if the other side gets the declaration at hearts or 
no-trumps, even should the partner lead a spade. 

Any suit which requires an ace or better to support 
it should never be bid for more than one trick unless there 
are eight cards in it. If the danger is from the other 
major suit, three spades or four hearts is the best shut- 
out bid; but three hearts will not shut out three spades. 

Length is no justification for an original bid on suits 
which would not be sound bids if they consisted of 
five cards only. Five spades to the king-ten is never a 
good spade bid unless the rest of the hand is a no-trumper, 
and the addition of one or two small spades does not 
change the character of the hand, because the defence 
is not there. All such bids should be held back until 
the second roimd. They are called secondary bids, 
which we shall come to presently. 

The conditions for the major suit bids may be briefly 
summarized as follows: 

The hand as a whole must be good for at least four 
tricks in attack, or two for defence. This wiU require at 
least five caids in the suit named, and two sure tricks in 
the hand. 

If all the tricks are not in the suit named, there must 
be enough in the supporting suits to make up for the 
weakness in the declared suit, but at least one of the sure 
tricks must be in the suit named , imless the rest of the hand 
is a no-trumper. 

These are all one-trick bids. 

If there are two sure tricks at the head of a suit of 
six cards, the original bid should be two tricks, regardless 
of other tricks. If there are seven cards in the suit, bid 
three; with ei^t cards in suit, bid four. 
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If there is no sure trick at the head of the suit, h 
should never be declared for more than one trick, unlees 
there are eight cards in it. Then it should be bid for 
three spades or four hearts. 

If there are less than five cards in the suit, there must 
be more than two sure tricks at the top, or as good as an 
ace outside. 

No matter how strong the rest of the hand may be, 
no five-card suit should be bid for more than one trick 
originally, because larger bids show greater length. 

Any hand which contains a conventionally soimd 
major suit bid is never a no-trumper. It may be turned 
into no-trumps later, but it is not one originally, because 
a no-trump bid denies any good major suit holding. 

All majorHiuit bids have three objects in view. 1. 
To get the partner to assist the declaration, and pudi 
it to the limit of safety if it is opposed. 2. To show the 
partner where he may depend on some assistance in 
tricks if he has a better bid, or is forced to deny the suit 
3. To show the partner where he may depend on some 
defence, in case the opponents get the contract. 

When the original bid is opposed, or taken out by the 
partner, other considerations enter. If the suit is to be 
pushed, we shall find that dealt with in the chapter 
on Bebidding the Hands. If the partner shifts to some- 
thing else, we shall find that part of the subject in the 
chapter on Denying Suits. 



MINOI^SUIT BIDS 



All original or free bids in the minor suits, chibs or 
diamonds, are based upon the hope that the partner will 
be able to do something better. It is therefore advisable 
to make it essy for him to declare himself as cheaply as 
possible. Never force a partner to bid two or three, 
when one should be enough. 

As no good pla3rer ever wants to play one of the minor 
suits for the trump, unless it is a game hand, or to the 
score, all minor suit bids have only two objects, instead 
of the three that are conmion to major-suit bids. The 
first is to induce the partner to avail himself of the assist- 
ance offered in the suit named. The second is to show 
him the best defence, in case the opponents get the con- 
tract. Unlike the major suits, they never ask the partner to 
assist them, unless he has nothing better in his own hand. 

AH the examples given in the preceding chapter for 
the major-suit bids on certain combinations of high cards 
win hold true for the minor-suit bids, with two exceptions, 
which should be carefully noted. 

No minor suit should be declared as a free bid unless it 
contains at least one sure trick and one probable, or the 
possibility of two, and all such weak suits must have a 
least an aoe, or a king-queen suit on the outside to sup- 
port them. The following are about the minimum, 
and both require a sure trick outside: 






O 01 10 o 
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Some players will bid a minor suit with only the ace 
at the top, if they have the ace of another suit, as ih^ 
dislike to pass any hand with two sure tricks in it, but 
such bids are hardly to be reconmiended, unless, perhaps, 
as second hand, when the dealer has passed without a 
bid. The danger then is that the hand may be thrown 
out unless the fourth bidder is very strong. 

The niunber of cards in a minor suit is unimportant, 
as we have seen in the chapter on the di£ferenoe between 
major and minor suits when brought into practical use 
in the play, as well as in their influence on the bidding. 
Length is rather a detriment than a help in minor suits, 
unless they are solid and accompanied by an ace. Then 
they are no-trumpers. Five to the ace-king-queen is 
not strictly speaking a solid suit, but six would be. The 
adverse distribution of three-three is not as probable as 
four-two, which is something the careful bidder must 
not forget. The difference is about 4 to 3 in favor of 
the unequal distribution of six cards. 

Some persons lack the courage to bid no-trumps on 
two suits, even with four sure tricks in hand. They also 
lack imagination, as it should be clear that unless the part- 
ner has a Yarborough in both the other suits he must 
get into the lead before long, and then the solid suit 
and the outside ace come into play. 

No matter how strong a minor suit may be, there is 
no necessity to bid more than one trick in it, if that suit 
is all there is in the hand. But if there are eight or nine 
cards in the suit, headed by two or three sure tricks, the 
pla3ner might as well bid five clubs or diamonds at once 
and be done with it. If he is left with the contract, he 
has at least saved the game, and cannot lose much. A 
bid of two is never made to show more than a bid of one; 
the two-bid being now conventionally used for a very 
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different piirpoee. A bid of three accomplishes nothing, 
unless it be to drive the partner beyond his depth in a 
better suit or no-trump. Such bids will never shut 
out a good heart or spade bid from the opponents. 

As explained in a previous chapter, where some illus- 
trative hands were given, the function of the minor- 
8uit bids is to induce the partner to do something better 
or to show him where he may expect some defensive 
strength, in case the other side plays the hand. 

Never take any liberties with free bids in minor suits. 
Five cards in a major suit, even with only king-jack at the 
top, may be excused if there are two or three sure tricks 
outside; but such bids in minor suits are indefensible. 
They not only lead the partner into traps, but destroy 
his confidence in all futiue bids made by the same player. 

Free bids of one trick in a minor suit may be roughly 
described as showing a suit with two sure tricks in it, 
regardless of length, or with one sure and one probable 
ID the suit named, and at least one trick outside. 



TWO-TRICK BIDS IN MINOR SUITS 

Thb free bid of two tricks in a minor suit, dubs or 
diamonds, being no longer of any practical use as show- 
ing greater strength than a bid of one, it has passed out 
of the field of conv^tional bidding, and the bid has be^ 
left lying round loose, as it were. Auction players have 
recently taken a leaf from the pirate text^book, and have 
employed this bid of two in minor suits to feel out nb- 
trumpers that have a weak spot in them, or to force the 
partner into a suit bid that he would not otherwise have 
made. 

The bid of two in a major suit invariably shows greater 
length than five cards. There is absolutely no excuse 
for making such a free bid under any other conditions. 
The major suit declarations ask the partner to support 
them, and a bid of two asks him to prefer that suit to 
anything else, relieving him of the responsibility of denying 
the suit, if he is short in it. 

The free bid of two in a minor suit used to be a sort 
of shout for the partner to go no-trumps, and indicated a 
solid suit of clubs or diamonds; either without another 
possible trick in the hand, or without the courage to bid 
no-trumps. If such a solid suit were accompanied by 
an ace; or if one lead would establish the suit, and there 
were two sure re-entries outside, good players invariably 
went no-trumps themselves, instead of shouting to their 
partners to do so. 

This bid is no longer used by good players; partly 
because it is entirely unnecessary; partly because it 
made the partner too optimistic. A partner will go to 
no-trumps, or declare a good major suit, just as quickly 
on a bid of one club or diamond as he would on a bid 
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of two, and the two-bid frequently forces him just a little 
tooiar. 

The two-bid had its advantages for the opponents, 
but not for the bidder's side. In the first place, it 
marked the bidder with nothing in the other suits. In 
the second place it often saved them from making a bid 
second hand that would have acted as a warning to the 
third hand. Where they would freely overcall a bid 
of one, they might hesitate about a bid of two, preferring 
to wait for the decision of the third hand, as to what he 
was going to do with it. 

The great objection to the shout, as it was called, 
was that it continually led an optimistic partner into 
quite unnecessary risks. Here is an example of it, which 
I watched go the rounds of a duplicate match of seven 
tables: 

No. 8 





7 


A J 10 4 2 






♦ 


8 5 









10 6 






K7 


A K 93 






s? 


Y 


^ 


8 6 3 


<s> 


J 9 2 


A "R 


♦ 


10 7 





AK J 74 


z 





Q8 5 2 


4> 


10 8 2 


♦ 


Q J 76 




Q 9 5 








♦ 


A E Q643 









9 3 






♦ 


64 







Z dealt and at one table promptly bid two clubs. 
Knowing Y would do something with this bid, A passed, 
realising that to anticipate a no-trump take-out by bid- 
ding the diamonds would warn Y of his danger from that 
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suit. Y went two no-tir&mps, A a imagmed he would, 
and he made it. But he did not win the game. TTiis 
happened at every table at which Z started with a shout, 
bidding two dubs. S\io ud ihaofi rV\a«| U ^dn 

At other tables, at which Z bid one club only, A bid^ / 
the diamonds, which made Y more cautious, and he 
contented himself with a heart bid. This held the con- 
tract, there being no further bidding. At hearts, with B 
to lead, Y made five by cards by winning the third 
trick with the spade king, after two rounds of diamonds, 
putting dummy in with a club and leading the nine of 
trumps from that hand for the finesse. The finesse held, 
and a small trump dropped the king, so that the queen of 
trumps won the third round and brought in all the dubs. 

Some pla3rers, having experienced the bad effects of 
making it too expensive for the second hand to show 
a suit, and so disclose some of the opposing strength, 
try to make the one-trick bid do the duty of the shout 
This they arrive at by a conventional agreement that 
any bid of one club shall always be a call for a no-trumper. 

The absurdly illogical nature of such a convention 
should be at once apparent. If the opponents know that 
this bid calls for a no-trumper from the third hand, 
will they not be just as shy of disclosing any of their 
defences as if the bid were a shout of two? On the other 
hand, how will the partner know whether the clubs are 
the only support that he will find for a no-trumper, or 
if he may expect a trick or two elsewhere? The shout 
was much simpler, but its disadvantages were too much 
to be outwei^ed by any possible gain, and the two- 
trick free bids in minor suits, to show stronger holdings . 
than one-trick bids, are dead. We shall now proceed 
to consider the resurrection. 

Going back for a moment to the fundamentals, the 
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reader is asked to remember that any five-card soit, 
headed by at least two sure tricks, should be good for an 
average of four tricks in play, if the holder is one of the 
partners that get the declaration. Even if the suit is 
one of only four cards, it should be good for three tricks 
on the average, and if that is not enough to induce the 
partner to make a better bid, it is very unlikely that a 
bid of two would do so. 

In pirate, the original minornsuit bids are freely used 
to feel out the location of a suit that is the only weak spot 
in an otherwise excellent no-trumper. In that game 
a minor-suit bid does not necessarily show sure tricks 
at the head of the suit. It simply asks for assistance in 
the suit named, and is a distinct denial that the suit 
is solid; because all solid suits bid two, in pirate. 

Any player who can win tricks in the minor suit accepts. 
No matter what other bids may intervene from other 
players, the one who originally bid the minor suit to feel 
out a no-trumper takes no part in the bidding until he 
gets an opportunity to say no-trumps. Then the player 
who holds the tops in the minor suit first named knows 
that he is the one wanted for a partner. At pirate this 
is pretty simple, as some one must have the suit wanted. 
The only thing to be done is to locate him, and notify 
him what he is wanted for. 

The auction players have adopted this idea. In fact, 
they have improved upon it. They have resurrected the 
two-trick bid in the minor suits for a double purpose, 
and they find that it fulfils this piupose very well indeed. 
One must understand the convention, of course, like any 
other in the game. 

The use to which this two-trick free bid in clubs or 
diamonds is now most conmionly put is to find if it 
would be safe to play the hand at no-trumps. That is 
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the straight pirate idea. If the partner can stop the 
suit twice, he bids two no-trumps, even if he has not 
another trick in his hand. He has the advantage that the 
suit, if opened, must be led up to him, and not through 
him. All he needs is a thorough knowledge of what 
constitutes two sure stoppers in a suit. 

If he cannot stop the suit twice, he is forced to bid 
his longest suit, no matter how poor it is. He does so 
with perfect confidence that his partner can support it, 
or can afford to go to something better. 

It will naturally be urged by those who have not the 
courage to force their partners into a two-trick contract 
at no-trumps that if he can stop the declarer's only weak 
suit twice, the declarer might as well have bid no-trumps 
himself in the first place. 

This is quite true. The odds are in fact in favor 
of the partner's being able to protect a suit in which the 
original declarer has nothing. But there is a certain 
percentage of hands in which he cannot do so. The 
two-trick bid in the minor suit is a sort of insurance against 
this margin of loss. Here is an example of it: 

No. 9 





^ 


J 62 








♦ 


Q864 









10 6 






10 7 6 


Q J 72 






^ 


Y 


7 


E943 


♦ 


J753 


A B 


♦ 


10 ' 





AE854 





Q J 9 2 


♦ 


3 


Z 


♦ 


A866 




A Q 8 








♦ 


AK92 









7 3 






♦ 


K 10 9^ 


I 
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llie average player would uadoubtedly bid no-trumps 
tm Z'b cards, be left to play it, and lose five diamonds 
and a spade. This makes his contract, but the hand is 
wasted, and that is one of the things that the modem 
player is always trying to avoid. The secret of success 
at auction is to get the most out of the hands that they 
win produce. This Z signally fails to do if he bids no- 
tromps. 

The hand is a perfect no-trumper, but for the weakness 
in diamonds. The average pla3rer takes a chance on that 
soit The modem idea is to take no chances, when it 
is not necessary to do so. Z bids two diamonds. If his 
partner can stop the suit twice, let him go to no-trumps. 
If he cannot, he must have a four-card suit, and Z can 
support anything he may name. 

A, of course, passes. He knows Y will have to bid a 
suit, and it will be time enough f ch: A to bid after he leams 
what Y is going to pick. Y cannot stop the diamonds 
even once, and as between two four-card suits he selects 
the one of higher value, bidding two spades. On thisi 
contract he wins the game, by catching the king of hearts. 
Instead of one odd and easy aces, which is the maximum 
under the old style of bidding, Z and his partner get 
four odd, four honors, and a game in. 

That this is not an accident will be evident if we give 
Z any of the three other hands for his partner. Trans- 
pose the hands of Y and A, leaving B's where it is, and we 
find the two sure stoppers in diamonds that Z asks for, 
80 the hand is played at no-trumps and makes three 
by cards and game easily. Transpose the hands of 
Y and B, leaving A's as it is, and the answer to the two- 
diamond bid will be two-no-trumps if B regards four 
to the queen-jack as two stoppers. If he does not, he 
can bid spades with four to the ace; or hearts with 
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four to the king. Take any of tiiese three bids, as joax 
idea of ihe answer to Z*a original bid of two diamonds, 
and 3rou go game on the hand. 

In pirate, as the partner with the missing suit is alwa]^ 
available, no matter where he sits, the usual result of the 
bidding on hands that are no-trumpers but for their 
weakness in one or other of the minor suits, is that th^ 
are played at no-trumps. At auction, it seems to be 
in about one-third of the cases only that the final decla- 
ration is no-trump, because it is only about once in so 
often that the player in a definite position, opposite the 
first bidder, can stop the missing suit twice. 

The result, therefore, at auction, is much more likely 
to be a suit bid than no-trumps, and the player who 
uses these bids to force a bid from the partner must be 
prepared to support any suit he names, or else to shift 
to a good one of his own. The great danger with these 
bids is that players wOl make them on hands that do not 
justify them, just as so many players now use the double 
to force bids that they cannot support. 

It did not take the shrewd players long to discover 
that this two-trick bid in the minor suits could be used to 
prevent a partner from going no-trumps, instead of ask- 
ing him to do so, and that it could restrict him to a suit 
bid of some kind. 

It is obvious that if the player who bids two in a 
minor suit holds the sure tricks in that suit himself, 
it will be impossible for his partner to go to no-trumps 
on the strength of his ability to stop that suit twice. As 
he must bid something, there will be no alternative but 
a declaration of his longest suit, no matter what it is. 

This idea undoubtedly originated with Wilbur C. 
Whitehead, but I found that players who were using the 
two-trick bid to get a no-trump response soon discovered 
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for themaelyeB the trick of preventing the no-trumper, 
which is only another illustration of the irrigation prop- 
erties of great minds. 

If frequently happens that a player can give excellent 
support to a major-suit bid| hearts or spades, but is not 
long enough, or strong enough, in either of those suits 
to justify a free bid. The usual alternative is to bid 
no-trumps, and take a chance on the one weak suit. 
With the two-trick bid in the minor suits at one's com- 
mand, this risk is quite unnecessary. Let us look at 
a typical hand: 

No. 10 





7 


9 63 








* 


E Q J 83 









94 






Q J 10 5 4 


J 8 2 






^ 


Y 


■^ 


A872 


* 


9 2 


A B 

f9 


♦ 


7 6 





Q 8 7 2 





10 6 3 


♦ 


»« 

7 


z 


♦ 


A 10 7^ 


A 


E 








* 


A 10 6 4 









AK J 5 






♦ 


EQ63 







With such a hand as this, Z cannot bid two in his 
weak suit, hearts, to feel out a no-trumper, because it is 
a major suit, and all such bids are reserved strictly for 
the conventional length and strength in such suits. 
The partner would support a bid of two hearts to the limit 
if Z started with such a declaration, but a bid of two 
diamonds he understands perfectly. 

Y cannot stop the diamonds. Although he is in 
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blissful ignorance of the fact that his partner is deter- 
mined to prevent him from doing what he wants to do, 
bid no-trumps, he is well aware that he must bid some- 
thing. Unfortunately, he cannot fulfil his partner's 
hopes by bidding hearts or spades, so he has to bid ihnt 
clubs, to overcall the two diamonds. 

Suppose he had bid hearts? Then Z goes to no-trumps, 
as the danger from that suit is reduced to a minimum. 
As it is, B cannot afford to overcall a bid of three clubs. 
Z cannot risk a shift, and A is not equal to three hearts, 
so the hand is played at clubs, B to lead. It is a game 
hand at clubs, the only tricks for A and B being tb^ 
two aces. 

This is another example of arriving at the best bid 
for the combined hands. If Z takes a chance at no- 
trumps, he loses six tricks before he gets in. If he takes 
a chance on a spade bid, as one table did, he is foroed 
twice on the hearts and makes only the odd trick. 

This hand is no more matter of luck than the oUier. 
Transpose the hands of Y and A, leaving B's as it is. 
The answer would be two hearts, with game at eith^ 
hearts or no-trumps. Put B's cards opposite Z, leaving 
A's as they are, and the answer will be tw« spades, the 
higher valued of two equal suits. Again it will be found 
that the combination goes game. 



SHUT-OUT BIDS 

Having mastered the principles that govern the usual 
run of bids, which are for one or two tricks, we come 
naturally to the original bids of a larger number. These 
are usually termed shut-out bids, because the object in 
dedaring more than two tricks as a free bid is chiefly for 
the purpose of shutting out a suit that the bidder is i^raid 
of, and which may be with the adversaries. 

It is hardly necessary to point out that if the bidder 
is not afraid of any particular suit, or is strong enough 
to overcall it if it is shown to be against him, there is 
no object in the shut-out. On the contrary, it is often 
to the bidder's advantage with such hands to allow the 
other players to bid; not only his opponents but his own 
partner. If he is satisfied that he is strong enough to 
gjet the final declaration, or to double and penalize 
anything bid too heavily against him, what can be gained 
by pre-empting the contract on the first bid? 

AH shut-out bids are made upon hands that are very 
long in one suit. The theory is that if the fuU strength 
of the band is declared at once it will probably prevent 
the opponents from building up a contract that it would 
be dangerous to overcall. If their suit is all in one hand, 
the dhut-out will probably fail, as the player holding 
that suit will at once iofer it is the suit the bidder is 
a&raid of; but if the suit is divided, neither may be strong 
enou^ to start it, if the first bid had to be threeor four 
tricks. 

It has about been settled among experts that three 
hearts wiU not be very likely to shut out three spades; 
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but that three spades may prove a wholesome deterrent 
for a bid of four hearts. Shut-out bids in the minor 
suits are seldom of any use unless they are for the game; 
five-trick bids. In the majority of cases the bidder does 
not expect to make it, but he hopes to prevent the othff 
side from going game in a major suit. If it tiums out 
that his partner has either of those suits, or protection 
in both, it should be a game hand in the minor suit. 
Here is a good example of a minornsuit shut-out. Ouiy 
one table out of seven made the bid. 

No. 11 





s? 


10763 








♦ 


J 10 5 









J4 






AQ8 


10 7 6 3 






V 


Y 


<^ 


K J 52 


♦ 


K 6 


A B 


♦ 


94 3 2 





8 7 3 





10 


<i> 


AQ J 84 


Z 


♦ 


K952 




9 4 








♦ 


A Q 8 7 









AK Q96 62 




♦ 









At ax tables out of seven at which this deal 
played, the highest bid made was two diamonds, promptiy 
overcailed with two spades and carried to four spskdea 
later. They made five odd in spades, losing only <ne 
trick in each of the minor suits, with four honors. Witii 
the 125 for a game won, this is 206 points. B ruffed a 
diamond and A a club before pulling the last two of ys 
trumps. 

At one table Z opened the bidding with five dMMDMHte 
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and that ended matters. He was set for one trick 
only, lofiing one club and two hearts, but scored four 
honors. Net loss, 16 points. Net saving by the shut- 
out, 190. 

The importance of the shut-out bid as a defensive 
weapon seems to be entirely overlooked by the average 
player. He seems to be afraid to risk it. Any one who 
makes such bids a habit comes to be r^^arded as 
a rash player, and the croppers he comes attract so 
much attention that the games he saves are entirely 
overlooked. 

The shutrout bid is based on the combination of two 
factors: the full value of the hand itself, and the average 
probabiliiy that the partner will take care of two tricks, 
which should always be added to the bid. That is, 
if the hand itself is worth seven tricks, add two, which 
makes nine, and bid to win ten if you are afraid of the 
other suit, and cannot overcall it. If you can overcall it, 
bid the nine. In every case the partner must remember 
that the bid is final, and he must not advance it, should it 
be overcalled, unless he has more than his share of the 
outstanding tricks, which seldom happens if a shut- 
out ia overcalled. 

Shut-out bids at no-trump are seldom of any use. 
The most they can do is to prevent the fourth hand from 
asking for a lead, but they will never prevent the eldest 
hand from leading his strongest suit, even if he cannot 
affoird to bid it. Shut-out bids may be afraid of anything 
but a no-trumper. If that is bid or held against them 
the suit named in the shut-out will be the one opened, 
which is something. 

The best shut-out bids are those that are limited to 
the average value of the haAd, adding two tricks for the 
dununy. Spade shut-outs are always better than those 
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in any other suit, as it takes a trick more to overcall them. 
Here is a typical shut-out hand: 

No, 12 
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A 73 










♦ 


9 8 5 3 











10 7 4 






E Q 10 6 4 2 


K85 






7 


Y 


S? 


985 


♦ 


10 6 4 




A B 

wm 


4> 


K J 7 





A J82 







E Q6 


♦ 




s? 


Z 


7 


9642 




J 










* 


A Q2 











9 53 








♦ 


A Q J 10 7 3 





At several tables Z bid only one or two spades, which 
A overcalled with two or three hearts. Y could not 
assist the spades, as he had only the average two tricks 
and his trumps were of no use for ruffing. When Z bid 
more spades, B assisted the hearts, and at some tables 
carried it to foiu* and noade it, or went to five and losi 
one trick only, against which they had simple honors. 
Three tables played it at four hearts, and made 173 
points on it. 

At only one table did Z start with three spades» which 
effectually prevented A from bidding four hearts. Z 
cannot win the game at spades, but he can make his 
contract. That saves the difference between 173 lost 
and 108 won, which is a net gain of 281. Even had 
Z been forced to four spades, he would have been set one 
only as, against 81 honors. Z's hand should not lose both 
finesses in the black suits, so that he may count it as good 
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for five trumps and two clubs, or six trumps and one 
club. His partner has just the two tricks he should 
have. 

Here is a good illustration of the difference between 
a shut-out and a sporty no-trumper. All kinds of bids 
were made upon these cards: 

No. 13 





s? 


8 2 






* 


10 9 7 5 3 







10 9 5 




95 


A83 




^ 


,Y 


^ Q J 10 7 8 


* 


8 


A B 


<?> 





Q J832 




A K 7 


S>- 


7 6542 


z 


4> K Q J 10 9 


A K 64 






♦ 


A K Q J 642 







6 4 




♦ 







Those who started with no-trumps on Z's hand allowed 
B to ask for a spade lead, bidding two. Then when Z 
shifted to the dubs, Y went back to no-trumps, as (le could 
stop the spades, and B showed his second suit, bidding 
four hearts. This induced Z to stick to no-trumps, 
bidding four. He figured to lose one heart and get a 
discard of one loser on his partner's spade stopper^ no 
matt^ which of the major suits A led to his partner's 
declarations. 

But A led neither, as he saw that Y and Z between 
them had both those suits stopped, and all the clubs. 
Instead he led a diamond and set the contract for two 
tricks. 
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At aome tables they started with two or three chibs 
and carried it to five, only to be OYercaDed by five qpades 
on A's indication of his prrferenoe for that suit, B show- 
ing two. The spade contatct was set for one trick, but 
had 72 honors. At only one table had Z the courage 
to bid five clubs. His estimate is seven trumps, two hearts 
and two tricks in the dummy. He made a litUe slam. 
This was one more than he was entitled to, and was due 
to B's failure to return the diamond so as to dear the 
spades. This gave Z a diamond discard. 

In their anxiety to turn eveiy possible hand into a 
no-trumper, which seems to be an obsession with many 
persons, some excellent opportunities for shut-out bids 
are overlooked. As a curiosity, here is a hand upon 
which a very good player thoughtlessly bid no-trumps: 

^ A 

($!) A E Q J 4 3 

K Q J 10 

4^ A 8 

The opening lead was a spade, from four to the king:- 
queen-jack, the player on the right having five, and he 
got in with the ace of diamonds to make four of them 
and save the game. It is impossible to lose the game in 
clubs, and if five cluba had been bid at once, one spade 
and one diamond are the only tricks that can be lost. 

The object of the shut-out being to prevent the oppo- 
nents from showing each other what they hold, defeats 
its own object if it shuts out the partner, when it does 
not matter whether the opponrats bid or not. Careless 
players frequently bid three or four tricks on their hand 
simply because they think they can make it, there being 
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DO other reason for the bid. They are sometimes un- 
pleasantly surprised. Here is an instance* 

No. 14 





^ 








♦ 


10 8 4 







AK Q9 73 2 




J 9 5 


Q 7 5 




9? 


Y 


<y> 10 8 4 2 


♦ 


A Q 7 6 


A B 


<S> J 9 5 2 





J 10 5 4 





♦ 


10 2 


Z 


4> J 9 64; 




AKQ 


7 6 3 




♦ 


K 3 







8 6 




♦ 


AK8 





Z bid three hearts, which every one passed. This is 
an entirely useless bid, as Z is not afraid of anything, and 
has s perfectly Intimate second or third raise if he is 
overcalled. Much to his astonishment he did not make 
three hearts. A did not like to lead away from his major 
tenace in clubs, and started with a diamond, which B 
tramped. B led a club and got another ruff. Another 
dub and another ruff netted four tricks. When B 
trumped the third round of diamonds, Z had to play 
tiie queen to beat the eight, which made the jack good 
tor a trick in A's hand, and set the contract. 

Had Z started the bidding with one or two hearts, 
Y would have bid the diamonds, and Z could have gone 
to no-trumps, as Y would show that the diamonds were 
not simply a denial of one heart, by bidding three dia- 
monds, and if the first heart bid was two tricks, Z would 
know that his partner would not take it out unless he 
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had a very strong diamond suit. It is an easy five odd 
at diamonds, as Y can throw A into the lead at the end 
with the losing diamond and force him to lead up to the 
club king. If A opens with a high diamond, it is a 
grand slam for Z at no-trumps. 



BIDDING TWO-SUITERSl 

We have now examined the principles underl3ring the 
five principal suit bids, each of which is made upon a 
distinct type of hand. No bid should ever be made upon 
a hand belonging to one class that could equally be made 
upon a hand belonging to another class. The object 
of all good bidding is to indicate to the partner whether 
the strength of the hand is all in one suit, or in two, or 
in three. For convenience, these four classes of bids 
may be briefly summarized: 

1. The one-trick bid in a minor suit, showing at least 
two sure tricks in the hand for defence. 

2. The two-trick bid in a minor suit, forcing the 
partner to bid his hand. 

3. The one-trick bid in a major suit, showing at least 
five cards, or four veiy strong cards, with at leastjtwo sut^ 
tricks in the hand for defence. 

4. The two-trick bid in a major suit, showing greater 
length than five cards in suit, with at least two sure 
tricks in the hand for defence. 

5. The shut-out bid in suit, showing great length and 
strength, and indicating that the hand is good for nothing 
else as the trump. 

In addition to these typical hands, there are a niunber 
in which the player will find himself with two suits 
which are nearly equal, either in length or strength. 
These are caUed two-suiters, and they are among the 
strongest attacking hands that the auction player can 
hold. 

05 
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If the distribution is such that either suit would be 
a sound declaration, the choice is governed by the simple 
rule of always selecting the suit of higher rank for the 
opening bid. Take these hands as examples: 





No. 1 




No. 2 


^ 


AK 643 


^ 


K Q 10 5 3 


♦ 


8 4 


♦ 


64 





7 





9 2 


,♦ 


AQ8 5 2 


♦ 


A KQ7 



In No. 1, the greater strength of the heart suit does 
not make the spade any less a perfectly sound bid on the 
entire hand. In No. 2, although there is a card leas 
in the spade suit, it is just as strong for bidding purposes, 
as the heart suit, and stronger in defence. 

By selecting the spade suit for the opening bid in 
No. I, for instance, the player will be able to show his 
heart suit later if he is overcalled. This will offer his 
partner a choice of two suits, and the important point 
is that by having declared the higher ranking suit first 
the partner can make his selection without increasing 
the contract. 

To illustrate. The dealer's first bid on this hand 
is one spade. Second and third hands pass, and fourth 
hand bids two clubs. Now the dealer bids two hearts. 
This bidding invariably shows a two-suiter. If his 
partner prefers the hearts, he lets the bid stand at two 
hearts. If he prefers the spades, he can bid two spades 
to indicate his preference, without increasing the con- 
tract. 

On the other hand, if the dealer bids the hearts first 
and overcalls the clubs with two spades, he forces his 
partner to increase the contract to three tricks, if the 
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partner prefers the hearts. This increase would have 
been quite unnecessary if the dealer had opened the bid- 
ding on his own hand correctly. 

What is true of the two major suits is also true of 
two minor suits, or of a major suit and a minor suit. The 
first bid must always be on the suit of higher rank; but 
there is a slight difiference in the second bid when the 
minor suit supports a major suit. Take these hands' 





No. 3 




No. 4 


^ 


65 


<^ 


A Q6 4 3 


♦ 


A Q 10 5 4 


♦ 


7 4 





A J 10 7 





A K 6 5 3 


♦ 


84 


♦ 


8 



In No. 3, the correct opening bid is a diamond, because 
that is the higher ranking suit. The fact that it con- 
tains only foiu* cards, while there are five clubs, does 
not alter the case, because length is not the important 
factor in the minor suits. Bid dubs if overcalled. 

In No. 4, the opening bid is one heart; but if the 
bid is overcalled, the next bid is not diamonds, but two 
hearts. This is a very important distinction, as it shows 
the partner that there is more in the hand than the first 
bid indicated, without running the risk of being left to 
play the hand at diamonds. This extra strength shown 
by rebidding the hearts cannot consist of a longer heart 
suit, because that would have been an original two-trick 
bid, the rule being to bid all there is in the hand at once, 
if it is all in one suit. If the player is willing to have 
diamonds the trump, that is another matter. He might 
have four hearts to the ace-king-queen, and seven dia- 
monds to four honors. In such a case the shift to the 
minor suit would indicate that it was very much superior 
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to the major suit, in both length and strength. Such 
hands are not common, however. 

When the suits are not equal, estimated by their 
bidding rank, the hand is still a two-suiter, but it is 
not bid on the rank of the suits; but on the rank of the 
bids. For instance : 





No. 6 


_ No. 6 





A E8 65 3 
64 

A K 54 2 


^ A K.Q J 4 

<s>'8r 

63- 

<S> A Q 10 7 5 



No. 5 is not a spade bid, because there are six cards 
in the heart suit, and as that suit is headed by two sure 
tricks, it is a free bid of two hearts, not one,' whereas 
the spade suit is only a one-trick bid. 

In No. 6, while either suit is only a one-trick bid, 
the count for four honors in one hand in hearts must not 
be lost sight of, and that suit should be selected for the 
opening bid, as there may never be a chance to show 
two suits when the hand is as strong as this. 

Two-suiters are often useful in indicating the support 
for a major suit that is too weak for an original bid. Take 
these hands: 





No. 7 




No. 8 


s? 


7 5 


^ 


Q J 10 6 4 


♦ 


AK65 


♦ 


63 





84 





A Q J 5 


♦ 


K 10 7 5 3 


♦ 


82 



No. 7 is not strong enough in spades to justify an 
original spade bid; neither is No. 8 good for a free bid 
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in hearts. The defenoe is not there. But if a club is 
bid first on No. 7, and a diamond first on No. 8, with the 
shift to spades or hearts later, the partner will under- 
stand that the length was there all the time for the major- 
suit bid, but not the strength for defensive purposes. 
That is in the suit first shown. 






NO-TRUMP BIDS 

When a player who has a free bid finds all his strength 
in one suit, he declares that suit. If it is in two suits, 
he bids the stronger or higher ranking suit first. If it 
is in three suits, neither of the major suits being good 
enough for a bid, he goes no-trumps. 

No-trump bids should be arrived at by a process of 
elimination, after examining the hand for the material 
necessary for a good suit bid. Instead of this, many 
persons seem to look for the no-trumper first, and get so 
into the habit of expecting to find one that they gradually 
get down to bidding no-trumps on an ace and two hopes, 
just because they do not want to disappoint themselves, 
apparently. 

If the opponents have strong hands, they aigue, the 
no-trumper will not be left in, and it will take a bid of 
two tricks to get the contract. But this is trusting your 
adversary to rescue you from a dangerous situation when 
your partner cannot do so, which is always a hasardous 
experiment. Nothing is to be gained by making free 
bids that misrepresent the true strength of the hand, and 
no-trumpers that are not up to conventional standard are 
even worse than weak suit bids. 

All free bids should be controlled by the condition 
that the hand shall be above average; lliat is, it should 
contain at least four tricks for attack, or two for defence. 
But there are a nimiber of hands that are quite as strong 
as this, but offer no legitimate majornsuit bid, and at the 
same time are too strong to waste on a minor suit, at the 
risk of being left to play it. To pass with such hands is 
wasting opportimities, because the partner will be left 
under the impression that you have nothing more than 

100 
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average, if that, whereas you may really have the strong- 
est hfoid at the table, and with his help could win the game. 

As already explained, there are thirteen tricks to 
be played for in every hand, so that the average for each 
player would be three-and-a-quarter. If any player ha£ 
more than his share, four tricks, or better, counting his 
cards at their attacking value, he should be able to 
make a bid of some kind, imless the distribution is very 
peculiar or unfavorable. 

The important thing to remember is that all free bids 
are attacking bids, because the bidder expects that 
either he or his partner will play the hand, therefore all 
high cards must be counted according to their bidding 
values, instead of their face valueli. This will make the 
aoes worth two tricks each, kings one and queens half a 
trick. While the various combinations of high cards and 
their values have already been given in detail in the chap- 
ter on Bidding Values, for the sake of clearness, the fol- 



5 Cards 


4 Cards 


Attack 


Defence 


A K Qxx 
AK Jxx 




5 


2i 


A E X z X 


A E Q J 






A Q J X X 


A E Q 10 


4 


2 


EQ Jxx 


A E Qx 






A Q 10 X X 


A E J 10 






A J 10 X X 


AQ J 10 


3 


li 


E Q 10 X X 


E Q J 10 






A Q X X X 


AE Jx 






A J X X X 


A Q J X 


2 


1 


E Q X X X 


E Q Jx 






E J 10 X X 


E J 10 X 


li 


i 


Q J 10 X X 


Q J 10 x 


1 
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While all bids are made upon attacking values, it ahould 
be observed that in counting the hand for defensive 
purposes, these attacking values are reduced just one- 
half. If the combination in the suit named by the 
bidder is not up to the four-trick attacking standard, there 
must be enough in some other suit or suits to bring 
the hand up to that standard as a whole, and at least two 
tricks should be in the suit itself. That is why the last 
two combinations shown are not good suit bids, but th^ 
have their value as supporting suits, especially as part 
of no-trumpers. 

There are a number of hands that are fully up to 
biddiDg standard, so far as the total strength is concerned, 
but it is so divided up that no individual suit looks like 
a good bid, and the major suits are not long enough. 
These hands are almost invariably no-trumpers, if three 
of the four suits are protected, a protected suit being one 
that the opponents cannot run down against you. 

There are some timid players who will not bid no-tnunps 
if any one of the four suits is defenceless. The curious 
part of it is that the shorter the suit the more they are 
afraid of it, whereas they should know that the more 
cards there are to be distributed among the other plasrere, 
the greater the probability that their partner will have 
enough to stop it. This waiting for all four suits to make 
a bid of no-trumps will never win at auction, yet many 
persons who are s^raid to go no-trumps on three suits will 
make the most ridiculous suit bids and hope to win on 
them. 

When a player bids a minor suit, he does not partic- 
ularly want that suit to be the trump, although it is 
the best he has. He wants his partner to play the hand, 
and o£Fers to help him along with a couple of tricks. 
But when he bids a major suit, he wants to play the 
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hand himself, and asks his partner to support him. In 
both these opening bids the exact location of the player's 
strength is indicated by naming the suit. 

But when a player bids no-trump, holding protection 
in three suits, he gives no indication as to the suit in 
which he is defenceless, but he promises to win more than 
his share of the thirteen tricks, if left to play the hand, 
or to furnish a sort of all-roimd support for an3rthing 
his partner may think safer than a no-trumper, or equally 
profitable. 

The typical no*trumper is a sure trick in each of 
three suits, and the type usually selected to represent it 
is three aces. But there are a great many hands that are 
perfect no-trumpers which do not contain three aces. 
Th^ are still good opening bids if they can show the 
equivalent of three aces, and three suits are safely stopped. 

For practical purposes the hand that has the equiva- 
lent of the aces, instead of just the aces, is often the 
better hand when it comes to the play, and there should 
be no hesitation about bidding such hands. It may not 
be as strong when coimted up for its bidding values as a 
defence, but it will often take more tricks in attack. 
Ckimpare these hands: 





No. 9 




No. 10 


^ 


A4 3 


<^ 


K Q4 


<?> 


6 52 


♦ 


662 





A 742 





Q J 10 5 


♦ 


A 10 7 


♦ 


A9 7 



In No. 9 there are three aces, each of Which will stop 
a suit and win one certain trick, to say nothing about 
promoting smaller cards in the partner's hand. But 
the king and queen of a suit will also stop it and win one 
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certain trick, just as surely as an ace, and they may win 
two tricks, which is impossible for the ace. The same 
is true of the queen-jack-ten combination, so far as stop- 
ping the suit and winning one trick goes. No good player 
will make a free bid on a suit that is only queen-jack-ten 
high, because the defence is not there, but when it is one 
of three suits that are pretty strong, that is another 
matter. He does not name that suit for the trump, 
but bids on the three suits collectively, and relies on his 
queen-jack-ten suit as a stopper; as part of a na-trumper. 
All the no-trump bid promises to do is to stop or protect 
three suits. It does not promise to win three or four 
tricks in any of them. That is the province of the suit 
bids. 

If we examine hand No. 10 and pick out the high eaida 
in it, regardless of the suits, we shall find that it contains 
A K Q Q J 10. As there are four of each of the hi^ 
cards in the pack and the share of each player would be 
one ace, one king, one queen, and so on, this hand is clearly 
a queen above average, and that has been established as 
the lowest average for a free bid of one no-trump. 

If we count up the tricks in No. 10 at their attacking 
value, even throwing out the diamond suit altc^ether, 
we still have four for attack and two for defence, whidi is 
aU that is necessary for a free bid. We cannot bid a heart 
or a spade, because the length is not there. We cannot 
bid either of the minor suits, because the strength is lack- 
ing. By this process of elimination we arrive at the only 
bid left, no-trumps, as the hand is too strong to pass 
without a bid of some kind. 

It is not considered safe to bid no^trompe without 
at least one ace in the hand, imless all four suits are 
stopped, but many hands with only one ace are better 
playing hands then if they had two, because the two 
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smaDer honors may both win tricks; ^thejace never more 
than'the one. For example :» 





No. 11 




No. 12 


^ 


A 6 4 


^ 


£ J84 


♦ 


A J 32 


* 


A J 3 2 





7 2 





72 


♦ 


K J 84 


♦ 


£ Q4 



The only difference in these two hands is that instead 
of the ace of hearts in No. 11, we have substituted a 
long and a queen, the king being in hearts, the queen in 
spades. Both hands are aUke in attacking values, five 
tricks. Both are alike for defensive purposes, two-and- 
a-half tricks; but No. 12 would probably win more tricks 
in play than No. 11. 

Many players object to bidding no-trumps on hands 
that cannot stand a major-suit bid from the partner, unless 
the hand contains a suit that can be bid in case the part- 
ner should take out the no-trumper with a major suit. 
They argue, with reason, that some one is sure to bid a 
suit in which they have nothing, if the bid is passed, but 
if they bid no-trumpw, the player with that suit will sit 
tight and lead it, if he is an adversary, and will defeat 
the no-trumper. Here are two typical hands: 





No. 13 




No. 14 





A4 2 
K Q7 6 3 
£ 10 7 5 
5 





£6 2 
A £ J 74 
A 8 6 2 
5 



In No. 13, if the bid is no-trump, and the partner 
says two spades, he must not be left to play it, as we shall 
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see when we come to the chapter on takeH>ut bids. The 
hand is hardly good enough to go to three clubs or dia- 
monds. But in No. 14, should the partner bid the spad^ 
there is a sound three club bid. Then, if he has the tops 
in spades, he will go back to no-trumps. 

Some players will bid no-trumps on hands that are 
only just average; that is, three tricks at the most 
liberal estimate, especially if they are second bidder and 
the de^er has passed without a bid. This is the best 
possible position for a free bid; one weak adversaiy 
and a partner who has yet to declare, and good plasrero 
are quick to take advantage of it. Here are two i^peci- 
mens from duplicate tournaments: 





No. 15 




No. 16 


^ 


A 543 


^ 


K7 


♦ 


Q J 7 5 


♦ 


Q93 





K873 





E Q64 


♦ 


4 


♦ 


J 10 9 3 



If we pick out the high cards in No. 15, we find one 
of each only, and no ten. It is therefore just average. 
Its bidding value is all in the red suits, and is only three 
tricks. If the king-queen of diamonds in No. 16 is 
called equal to an ace, the hand is exactly average in high 
cards. Its bidding value is the same as No. 15. When 
such bids go through, especially if they win the game, 
it will usually be found that the partner had the real 
no-trumper. 

One of the worst faults at auction is bidding no-trumps 
on hands that are good majornsuit bids. The two 
following hands were both bid as no-trumpers in a dupli- 
cate game of seven tables: 
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No. 17 




No. 18 


7 


A K 10 6 6 


<^ 


A 


♦ 


74 


♦ 


Q 10 4 2 





A J 10 





A J 6 


♦ 


A Q3 


♦ 


Q J753 



There was no further bidding upon either, but the 
opponents set the contract in both cases. Against No. 17 
they made the queen of hearts, king of diamonds, and five 
dubs. Against No. 18 they won four hearts, three clubs 
and a diamond trick. At every table at which the proper 
declarations were made, hearts on No. 17 and spades on 
No. 18, the bidder went game. 

As a general proposition, no-trumpers may be roughly 
defined as hands in which three suits are stopped, but 
there is no major-suit bid, or the hand is too good to risk 
being left to play with a minor suit for the trump. There 
are some exceptions, of course, which should be explained 
for the benefit of the beginner. 

We have seen that there are some two-suiters that 
start with a bid in a minor suit, because that is the 
stronger, and they shift to a major suit, because it has 
the length, five or six cards; but not the strength. In the 
nme way there are a number of three-suiters that have the 
length for a major suit, but not the tops, and which offer 
an alternative; to bid a weak major suit with fine out- 
side help, or to bid no-trump. 

These hands are usually in the class which are known 
as too strong to pass. The danger lies in having the hand 
thrown up without a bid if the remaining strength is about 
evenly distributed; or in having the no-trumper fail 
where the suit would have succeeded. Here is a hand that 
went the rounds of seven tables in a duplicate match, 
which is typical of its class: ' 
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Na IS 





7 


Q 10 6 








♦ 


K Q74 









93 






9 76 


J6S2 






^ 


Y 


^ 


E842 


♦ 


J 6 3 


A B 


♦ 


10 8 2 





A 10 7 4 2 





E8 65 


♦ 


Q 10 


Z 


♦ 


A9 




A J 3 








♦ 


A 9 5 









QJ 






♦ 


£ 8 7 4 3 





At two tables Z passed without a bid, waiting to 
hear from the others, and the hand was put back in the 
tray without being played. At three tables Z bid no- 
trump, and A led a diamond, winning five tricks in that 
suit and the ace of spades. At the other tables Z bid a 
spade originally and at one of them he went game. The 
others missed the game by one trick, through not leading 
the trump from Y's hand, going right up with the king 
and returning a small one, which brought down the aoe 
and queen together. 

WhUe the general definition of a no-trumper is this 
protection in three suits, and above average in high cards, 
there are a number of hands in which the high average is 
present, but the protection in three suits is not. 

These are popularly known as sporty no-trumpers. 
Experience and calculation agree that if the strength 
is sufficient to make up for the weakness in two suits, 
and there is not lengtib enough for a major-euit bid, 
the best bid on the hand is no-trumps. 

If the ordiaary no-trumper can be satisfied with one 
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Bate trick in the third suit, the theory seems to be that if 
there are only two suits, they should jointly show strength 
enough to make up for the suit that should have a stopper 
in it. Here are two examples of the more common type of 
sporty no-trumpers: 





No. 19 




No. 20 


7 


7 6 3 2 


^ 


AE6 


<?> 


AE Q642 


♦ 


A EQ4 





A 5 3 





9 53 


♦ 




♦ 


742 



In either of these, the diunmy must lay down a Yar- 
borough if the adversaries can run down enough in two 
suits to set the contract. In No. 19, if the partner goes 
to spades, or the adversaries bid anything, there is a good 
shift to clubs. In No. 20, if the adversaries get the con- 
tract, this hand should at least save the game; or win it, 
if the partner has anything. Some authorities recommend 
bidding no-trumps on two suits that are each only ace-king 
high. This may be all right if the bidder can support 
a major-suit take-out by his partner, but it looks like a 
rash bid, especially against good players. 

The question of following up no-trump bids when they 
are overealled by the opponents, or taken out by the part- 
ner, win be found in the chapters on Den3ring Partner's 
No-trumpers, Major-suit Take-outs, and Rebidding the 
Hand. 



DEFENSIVE BIDS 

RsTUBNiNa for a moment to first principles, we ba^e 
seen that the foundation of good bidding depends upoo 
restricting the initial or free bid to hands that are not 
only good for an average of four tricks in attack; but 
for two tricks in defence, on the average. 

Auction players of all classes are usually quick «ioug^ 
to recognize the attacking value of a hand, but very few 
pay the proper attention to the defensive side of it. If 
each player were an individual, bidding on his own cards 
for his own game, all his bids would be attacking Uds 
and no element of defence would be necessary, as in pi- 
nochle, for instance. But when the game is a partnership, 
in which each bases his bids more or less upon the dedans 
tions made by his partner, the defensive, or asfiisting 
element, becomes quite as important as the attack. 

The defensive hand is one that can win tricks against 
an adverse declaration, when the opponents g^t the 
contract. It becomes an assisting hand if the partner 
gets the contract. The bidder's hand should be good 
for two tricks, on the average, whichever way the bidding 
goes, even if the suit he names is not the trump. 

This naturally suggests that although the suit named 
in a free bid is practically declared as a trump suit, 
in the first place, its usefulness may be diverted into 
two distinct channels. The tricks eliown may be em- 
ployed to sustain some other declaration by the partner, 
or to save tricks against a contract assumed by the oppo- 
nents. 

If the tricks that should be shown by this initial 
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bid are not there, and the suit named is useless except 
for purposes of attack, it is a bad bid, and should be re- 
served for the second round, when it will leave the partner 
under no misapprehension as to its natiure. Those who 
constantly indulge in bids that are useless for defence 
are among the greatest losers at the game, and are 
always most dangerous and unreliable partners. Here 
are some examples from duplicate play; 
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AK J7 








^ 64 






Q J 10 6 






♦ 


A J 10 
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109 5 2 
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Q643 
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EQ5 


A B 
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10 9 
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KQ9 73 
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82 
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8 








<S) A J8732 






643 






♦ 


6 54 







At some tables, Z bid a club, on the usual excuse; 
'* six trumps and a singleton/' But clubs are not trumps, 
because no one knows what the trump will be until the last 
bid is made. A bid a spade, while he could do so cheaply, 
to show the suit he would like B to lead if Y got the con- 
tract. With the spades stopped twice, Y went to no- 
trumps. If Z has two tricks, either both in clubs, or one 
in dubs and one in diamonds, it is a game hand at no- 
trump, if not four odd. y 

All that Y could make was the odd trick, although he 
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wcm the first diamond lead with the ten, because there 
was no way to make more than one trick in clubs, two in 
diamonds, two in hearts, and two in spades. Give Z 
the two sure tricks for defence, or assistance, that his 
bid promised, such as ace-king, or ace-queen-jack, and 
Y goes game in a walk, even if A has three to the queen, 
Z will make five club tricks if he has both aoe and king, 
by ducking the first round, as we shall see when we come 
to the chapters on playing the hands. These, with 
two spades and two hearts, win the game, even if the 
diamonds are aU lost. 

At some tables Z went back to the clubs when his 
partner went no-trumps, and one table made two odd, 
with honors against him. At another table he was set a 
trick by a rather clever play of A's, who led the singleton 
diamond and trumped the third round with the king, 
instead of the five. This led Z into a foolish finesse of 
the jack, after Y had won the spade king, and let B ruff 
the third spade. 

At the only tables at which this hand was correctly bid, 
Z passed. A bid a spade and Y passed, he having no 
legitimate bid if his partner has nothing to show. This 
is an excellent example of defensive play. There is no 
hope of game if Z has not a bid in his hand, but the ad- 
versaries cannot go game either. Then let them play 
the hand. 

At some tables B let the spade bid alone, and it was 
set for one trick. In one case B denied the spades with 
two diamonds, was left with that contract and set. At 
another A tried the hearts when the spades f aOed, and was 
set. No matter what bids were made by A and B, the 
penalties for Y and Z were more than could have been 
made by two odd in dubs, with simple honors against. 
If A passes the bid, as some might do, although his hand 
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is as good as two aoes, Y will bid hearts and Z will deny 
ibe hearts with two dubs and make it. 

Here is another example of bidding for attack only, 
and needing the defence: 



No. 17 
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A J 5 
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9 3 




K Q 10 9 7 


10 8 75 


s? 


Y 


* 


10 6 2 


A B 
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K J 10 7 
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A 62 



<^ 


8642 


♦ 


874 





84 


♦ 


EQ J4 



6 2 



Z started with a diamond, under the old excuse, six 
trumps, a singleton, and an outside ace. But the dia- 
monds never were trumps in this hand, and all Z had for 
defence was the ace of a suit he never mentioned. A bid 
a heart. As Y could stop the hearts twice, and had four 
solid club tricks, he thought he could trust his partner for 
two tricks in diamonds. If they could pick up another 
trick anywhere, it was a game hand at no-trumps, so he 
bid it. 

B knew that Y must be able to stop the heart, so he 
avoided that suit and led a spade, forcing dmnmy's 
aoe on the second round. The ace of hearts won the 
queen, and Y had to lead a diamond, finessing the nine, 
which went to the queen. Two rounds of hearts cleared 
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them up, and dummy never made a trick in the suit he 
bid, diamonds. 

Give Z a sure trick in diamonds as well as one in spades, 
or two sure in diamonds, and it is a game hand. This was 
proved by giving Z the ace-jack-ten of diamonds, and A 
the king-queen-five. Z won the second round of spades, 
and led a heart. Foiu* dubs followed and then (me of 
the equals in spades. B returned the spade and Y led 
the nine of diamonds, passing it up. A's hand is now 
down to three diamonds to the king-queen, and the king 
of hearts, or two diamonds and two hearts. No matter 
which it is, Y makes three odd and game at no-tnimp. 
The same weakness in the matter of defensive bids 
frequently develops in the second hand, when the dealer 
passes. Here is an example of it. This deal went the 
rounds of seven tables in a duplicate game; 

No 18 
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84 3 2 
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4 






♦ 


A J 10 5 





Z passed, A bid a spade on the same old excuse, and Y 
said two hearts. A is looking at his spades item, tlw 
attacking angle only, counting them as trumps. Out 
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they never vrere tnimpB on this deal and A never took a 
tridc. B, trusting this partner for two spade tricks, 
went two no-trumps, Z supported the hearts, bidding 
three, which, as it happens could have been made. A 
went to three spades, and Y, who wanted to save the 
score for 64 in honors, bid fomr hearts. 

Now B stops to count. The king of hearts is a sure 
trick, A promises two tricks in spades, the clubs will 
vay likely drop, and as Y must have some diamonds 
afeng with the hearts, the tenace in that suit should be 
good for two tricks. That is ten tricks altogether, so 
B bids four no-trumps. Z, who knew that B was lean- 
ing on a broken reed in the spades, doubled, and they set 
the contract for 200, just because A did not have the two 
tricks for assistance or defence that his bid promised. 
It was by just those two that the contract failed. 

Z led the heart and Y went up with the ace and led 
another round. B put dummy in with the jack of dubs, 
80 as to finesse the diamond. Although this finesse suc- 
ceeded, he could not get A in again, as Z put up the ace of 
qxides second hand and led another heart. Had B led 
the spade first, instead of the club, the result would have 
been the same, as all the hearts must make the moment 
Y or Z gets in. 

At one table Y was left to play the hand at four hearts, 
and was set for only one trick, against which he had 
M in honors to score. The play was rather instructive. 
B led two rounds of clubs, Y trumping the second. Two 
rounds of trumps followed, B winning the second. He 
tried the spade, hoping to get his partner in to lead the 
diamond, but Z put on the ace and led another club, 
which Y trumped, keeping A out of the lead. The king 
of diamonds forced the ace and got dummy ready to 
raff that suit. B led another dub, on which Y discarded 
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the losing spade, instead of trumping. Z trumped the 
next round. Then Y trumped a spade and led the 
jack of diamonds through B, allowing Z to trump the 
queen. Now the trump and the ten of diamonds win 
the last tricks. 

Some players consider it quite legitimate to bid a 
suit in which they have no defence, if they have unusual 
length, such as six or seven cards. Then they start with 
a bid of two, which they consider a warning to the part- 
ner that the hand is good for nothing if that suit is not 
the trump. That is to say, the weaker the hand the larger 
the contract they imdertake with it. With a hand above 
average, good for four tricks in attack or two in defence, 
they undertake to win the odd. With a weaker hand they 
assume a contract to make two odd. This is bad bidding, 
because there is no way to distinguish a bid of this char- 
acter from the conventional bid of six cards or more 
with the sure tricks at the top. Take this deal as aa 
example: 
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Z started with two hearts, A bid three diamonds, and 
it finally got to four hearts, but Z could not make more 
than three odd, in spite of dunmiy's wonderful hand 
because he lost the trick to the king of hearts by finessing, 
after B had trumped the king of diamonds and led a spade 
which A won and returned. 

When Z passed without a bid, A went no-trump, and 
at one table B took him out with two clubs. At oth^s 
B left the no-trumper alone. In either case Z bid two 
hearts. This left Y under no misconception as to the 
strength of his partner's heart suit, and when A shifted 
to three diamonds, Y doubled. When A pulled himself 
out of the double with four clubs, Y doubled that also. 
The dub contract was set for 200, the diamond contract 
for 200. 

The table that played the hand at diamonds brought 
out some instructive tactics. Y led the queen of hearts 
and the ace dropped the king. Z returned the deuce of 
hearts. This shows careful play, because if Y has the 
ten, he can shut out dmnmy's nine. If he has not the 
ten, he can trump. A trumped the heart, and led 
the queen of trumps, which held. Then he followed with 
the ace and jack, Y winning the third roimd with the 
king, while B discarded two clubs and Z a heart. 

After pulling one of A's trumps, Y led the king of 
spades, and A returned the suit, getting two dub dis- 
cards on the jack and ten of spades, but losing two dubs 
at the end, as Y would not lead clubs after winning the 
second round of spades. 

One of the most conmion results of leading the partner 
to believe that the original bidder has two tricks in his 
hand is to induce a double that is unsound, when the 
double seems better than bidding higher. Here is an 
example of it: 
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No. 20 







^ K Q 10 9 7 6 
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8 6 2 


<$> AQ8 


A B 
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J 6 43 
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J 10 7 6 2 


4i AQ2 


Z 
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9 







3 

E9 

9 6 4 3 

E J 10 8 6 4 

Z bid a spade, A two hearts and Y two spades. When 
B and Z passed, A went to three hearts, Y three spades 
and A to four hearts. Y now figured up the situation as 
he saw it. He can make two heart tricks, has three top 
diamonds, and his partner has a couple of spade tricks. 
It looks like what they call a free double, as A goes game 
anyway, if he makes four hearts. A also thought it 
looked like a free redouble, so he made it, and won four 
odd in hearts, worth 369 points. 

Y led two rounds of diamonds, A trumping the second. 
Y won the king of trumps and led his partner's spade 
suit, so as not to establi^ a diamond for B. If Z can 
win a spade trick it sets the contract; but A won it, and 
gave B. a ruff. A then made two clubs on the finesse and 
led the queen of trumps. The only trick after that was 
the jack of hearts for Y. Give Z just one sure trick in 
his whole hand, in spades or clubs, and it makes a differ- 
ence of 553 points. If Z had two tricks, 753. 

The defensive bid may also come into play when the 
partner, especially if that partner is the deider, has | 
without a bid^ as we shall see in the next chapter. 



WHEN THE DEALER PASSES 

When the dealer refuses to bid, the second player 
should be governed by the same principles as if he were 
the dealer, and the first to speak. The only difference, 
perhaps, is that a little more latitude is allowed in the 
matter of no-trumpers, because it may be assumed that 
thoe is one weak adversary, on the right, while the part- 
ner of the one who is bidding has yet to speak. 

The dealer assumes an equal distribution of the winning 
cards among the three hands. If he has a hand that 
is good for four tricks or better in play, there is no appar- 
ent reason why his partner should not have his share of 
the remaining nine. But when the dealer passes without 
showing any such strength, the second hand may take a 
reasonable chance of finding most of the outstanding 
strength between the third and fourth hands, and bid 
accordingly. 

But this refers only to no-trumpers. There is not 
the slightest excuse for a suit declaration by the second 
hand which would not be equally sound if made by the 
dealer. 

When the dealer and second hand both pass, the third 
hand is not in any such favorable position as this, because 
if his hand is only average, there must be considerable 
strength on his left. I have found it a pretty safe rule 
for the third hand, when called upon to make the first 
bid, never to declare no-trumps unless he can win at 
least six tricks himself, because he has no right to depend 
upon hiB partner for two assisting tricks, when that part- 
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ner has passed without a bid. This optimistic calling 
on a confessedly weak hand to produce a number of 
winning *cards is a common failing. 

Some players insist that if the third hand is a trick 
stronger than would be required for the dealer's declara- 
tions, it is enough to justify a bid. In applying this 
principle to suit bids and no-trumpers indiscriminately^ 
I think they make a mistake. A no-trumper should be 
much stronger than this, and should have at least siz 
tricks for attack and three or four for defence, with no 
legitimate suit bid. 

In the matter of suit bids, on the contrary, this extra 
strength is not necessary because the player is prac- 
tically on the defensive, his principal care being to pro- 
tect himself against a big hand on his left. With a view 
to this protection, the third bidder should invariably 
seize the opportimity to show any suit that he thinks 
might be led to advantage, so that, the weak partno-, 
who has passed without a bid, may be in no doubt as 
to the best defence, in case the fourth hand gets the 
contract. 

Any suit that is good for two quick tricks in d^enoe 
should be named under such circumstances, and always in 
preference to a no-trumper that is not almost a certainty, 
even if the hand looks good enough for that contract. 
This rushing to no-trumps with all the strength probably 
on the left is a dangerous experiment. 

These third-hand bids on suits frequently turn out 
to be useful in reopening the bidding without any serious 
risk, and may give a partner who has passed with a good 
Becaadsry bid in his cards a chance to declare himsdf. 
Unless the fourth hand is unusually strong, he may refuse 
to bid if the third hand passes, and the deal will be thrown 
out. Here is a case in point: 
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J 10 3 2 
AQ J 6 
10 9 3 
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A E 6 84 
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K 8 7 6 4 
10 9 3 2 

Q 

E 10 6 



Z dealt and passed. A had not the courage to bid 
no-trumps and Y passed, on the old theory that he 
should be at least a trick stronger as third hand than 
would be necessary as dealer or second hand. B wisely 
refused to open the bidding, for fear of letting in a 
secondary bid of some kind that might take him beyond 
his depth, so the deal was passed on without being 
played. 

This happened at several tables, but when Y very 
properly made a defensive club bid third band. B over- 
called it with a diamond and Z with a heart. This was 
carried up to three hearts, and Z went game on the con- 
tract. A led a small spade, and dummy put on the queen 
second hand, leading the jack of trumps to coax a cover. 
Not gettmg it, Z played the king and returned a small 
trump, knockiag the ace and queen together. B led 
one round of diamonds and then returned to the spades. 
Z put the king on the jack, A won the trick with the 
ace and came back with the diamond. Z trumped this 
trick, ran the nine of clubs through and went game. A 
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diamond opening from A's hand originally works out the 
same way. 

A very common mistake is for the third hand to ove^ 
call a second hand bid with an attacking bid when he is 
not in a favorable attacking position, the dealer having 
passed without a bid. Here is an example of this fault: 
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Z passed and A bid a diamond. Y overcalled this with 
a spade and B said two hearts, which held the contract 
This is a bad spade bid in Y's position, as he is dearly 
on the defensive, his partner having a hand below aver^ 
age, and one adversary showing a good suit, which the 
other adversary is sure to take advantage of. Y's first 
thought should have been to show a suit in which he could 
offer some defence to the impending attack. He should 
have bid two clubs. 

As Y had indicated the spades, Z led the nine, and 
B won it with the jack, put A in with a diamond to lead 
another spade through Y, and then discarded one d 
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dumm3r'8 clubs on the third spade. Another round of 
diamonds dropped the queen, and a small diamond set 
up the suit, as B overtrumped Y and led a trump, which 
A won with the jack. Two rounds of diamonds followed, 
Z being allowed to trump the last, while B got rid of two 
dubs, so that two trumps and a dub was all Z could make. 
If Y had bid his hand correctly, for defence, reserving 
the spade suit for a secondary bid, if necessary, he saves 
ihe game at once, as Z will lead the club, and the ace 
of trumps must make later. 

Whoi the bid is passed up to the fourth hand, he 
should be unusually strong to make a bid of any kind 
or he is liable to run into a trap by opening the bidding 
to the opponents, who may get started on some strong 
secondary bid, which will carry the fourth hand beyond 
his depth. 

Good players think six or seven tricks the minimum 
for the fourth hand to justify a free bid. In the first 
place, he has a weak partner, a partner who has passed, 
although in the best possible position for bidding on an 
average hand. In the second place, unless he can go 
game he is running the risk of being set, or overcalled 
and losing points, when he might have thrown up the 
fiand and had a new deal by his partner. While it is 
true that a fourth hand bid will often score, the few points 
made upon some occasions are not worth the risk of loss, 
and if there is not a fair prospect of game, with even 
moderate assistance from the partner, it is better to 
throw up the hand. 

The fourth hand bids on the bidding, not on his cards. 
As we shall see in a future chapter, the fourth hand is in 
the best possible position to bid, as he can take full 
advantage of the information afforded by preceding 
bids; but when there are no such bids he surrenders this 
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advantage to the enemy, without any oompensating 
benefits, unless he can go game. 

Bids made in any of these positions, second, third, or 
fourth hand, after bidding has been started by another 
player, will be dealt with in a future chapter, devoted 
to that part of the subject. 



THE PARTNER 

Lbayinq out of the question for the present the reasons 
for the bids made by the opponents, after a free bid 
has started things, let us confine our attention to the 
player sitting opposite to the one who makes the first, 
or original free bid. For the sake of clearness, we shall 
assume that this bid is made by the dealer, and that we 
are learning the duties of his partner. If the first bid is 
made by the second hand, the dealer having passed, the 
podtion occupied by the fourth hand is much the same 
as that of the third hand, when the dealer bids; but 
if the third hand makes the first bid, the situation is 
entirely changed. That part of the bidding will come 
later. 

The first thing for the partner to remember is that the 
dealer cannot make a declaration to win less than seven 
tricks out of the thirteen. But he constantly and con- 
sistently bids to win those seven tricks when he has only 
four in his own hand. He is bidding on the average ex- 
pectation that his partner will win three of the remaining 
nine, because until the bidding demonstrates that this 
expectation will not be fulfilled, there is no reason to 
bdieve that his partner will be any weaker, or any 
stronger, than any of the three among whom the nine 
outstanding tricks are distributed. 

The next thing for the partner to remember is that 
his average share of the outstanding nine tricks is already 
included in the dealer's bid. This is the important 
point. 
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SometimeB the partner will have morei sometimes lea 
than his share. It therefore becomes his duty, imder 
certain circumstances, to tell the dealer which it is. 
If the partner advances the bid, he must hold more than 
his share of the tricks, otherwise he is practically 
bidding the same tricks twice over, or rebidding the 
tricks that the dealer has already included in the original 
bid. 

With this elementary but important point firmly fixed 
in mind, we are ready to consider the partner's duties 
when the dealer makes the first bid. These duties may 
be roughly divided into three groups: 

1. To assist him when he has started aright. 

2. To warn him when he is in wrong. 

8. To accept the assistance he offers, if you have a 
better declaration. 

Hie first of these comes into play only after the dealer 
has been overcalled by an opponent, because if the 
dealer gets the contract without opposition, he will 
learn all about your assistance quickly enough when you 
lay down dmnmy's cards. One of the greatest mis- 
taJces is to increase the bid when there is no object in 
doing so, but it is a common error, (tee constantly 
sees players going two no-trumps when their partner 
has bid one, although no one has overcalled and there 
is nothing to be afraid of. When this is done on hands 
that do not quite justify it, and the dealer turns out to 
have what is known as a border-line no-trumper, the 
contract often fails by just that one trick. When it is 
done on suit bids, it may result in losing an opportunity 
for gathering valuable penalties or information, or even 
shutting out proposed secondary bids. Here is a curioos 
example of it: 
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Z Ud a spadei the higher ranking of two equal suits. 
When A passed, Y enthusiastically bid two spades, and 
B passed. In the face of this unexpected support, which 
looked as if Y's hand was good for nothing but spades, 
and that he was afraid of an adverse heart bid, Z passed, 
and A led the hearts, to avoid leading away from the 
minor tenace in diamonds. B trumped and led a diamond, 
queen, king and ace faUing. A trump from Y went to 
A's queen. On this trick B discarded the ten of chibs, 
and A led a club, so that B made the king and saved the 
game. 

If Y lets the spade bid alone, he can support it if 
B bids hearts. Had he passed, Z would have bid two 
hearts and made game, or perhaps even five by cards if 
A opens with a diamond, as the lone queen wins the first 
diamond trick, and all the trumps can be caught. 

The second and third of the partner's duties may be 
brought into play either with or without an intervening 
bid from the opponents. 

Hie great secret of success in auction being to dis- 
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cover the best bid for the combined hands, and to cany 
it to the limit of safety when it is opposed, the art of 
modem bidding is to know where that limit lies. One 
may lose just as much by stopping too soon as by 
going too far. 

Probably the most important and certainly the most 
neglected duty of the partner, is to warn the dealer when 
he is upon imsafe ground, or appears to be so. Eveiy 
free bid is made on general principles, and assumes normal 
distribution. No one makes a bid on the assumption 
that some unusual distribution of the cards will be found 
in the other hands. If the distribution is normal, any 
conventional free bid is safe. But if the distribution is 
not normal, a perfectly sound bid may get the player into 
serious trouble. Any one will bid a spade on five to the 
ace-king, and will continue to make that declaration as 
long as one plays auction, no matter how often it turns 
out badly; but no one expects to find seven or ei^t 
spades in one hand against the bid. 

It is the duty of the partner to warn the dealer when 
the distribution is not normal, if it is unfavorable; to 
support him if it is not normal, but favorable. 

There are two classes of warning bids: One is abso- 
lute and unmistakable; the other is only a suggestion. 

The first teUs the dealer to quit his original idea of 
the hand. The second suggests something better, (»r 
at least safer. The absolute warning may be against 
a suit, or against persisting with a no-trumper. The 
suggestive warning is almost invariably against the 
no-trumper. 

We shall now proceed to consider these three dasses of 
the partner^s duties separately, beginning with the warn- 
ing bids, which are usually called denials. *" 



DENYING PARTNER^S SUIT 

Continuing, for the sake of clearness, the supposition 
that the dealer makes the first bid, and that the reader 
occapies the position of third hand, or partner, in what 
follows, it will still be true that these principles would 
apply equally to the fourth hand if the second hand made 
the first bid. It is to avoid the interchange of the term 
partner that the terms dealer and partner are used 
throughout. 

As the majority of one-trick bids are made upon 
five-card suits, especially in the major suits, hearts and 
spades, the bidder's partner is supposed to have his share 
of the remaining eight, which would be nearer three than 
two, therefore two is distinctly below average, while 
three may be called average. 

Tliese three may be all small ones, and still be con- 
sidered as average holding. But if the partner has only 
two, one should be as good as the queen to bring the hold- 
ing up to average, on the old principle of high cards mak- 
ing up for shortness in the suit, which we have seen to hold 
trae in all bidding. 

Failing three small cards of the dealer's declared suit, 
or two, one of which is as good as the queen, it is the part- 
ner's duty to warn the dealer that the distribution of 
that suit IS not normal, and that he will probably find 
four in one hand against him, as the odds are in favor 
of the distribution being 4-2, or 5-1, rather than 3-3. 
This warning is conveyed by bidding some other suit, 
if the partner holds one worth bidding. This would be 
any suit that he would have declared as a free bid, or 
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periiaps a trifle weaker if there are five cards in it. To 
bid such a suit must always be for the purpose of deny- 
ing the dealer's suit, or it must indicate a suit that is so 
much superior to the average one-trick bids made by the 
dealer that it is the better suit for the combined hands. 

These bids are all called take-outs. Whether the 
take-out is only a warning, or is a better suit, the hint to 
the dealer is the same; to drop his declaration, miless he 
is prepared to find his dummy without average support 
for the contract. If the dealer bids a heart, for instance, 
and his partner finds himself with five spades to four 
honors and an outside ace, he should certainly bid tiie 
spades, even if he has three or four hearts, because the 
spade holding is much superior to any average heart bid. 

These denials of a suit may arise at any stage of tiie 
bidding and may be carried through more than one suit 
if necessary. The principle remains the same; a prompt 
warning against a contract that the opponents will iNrd[>- 
ably penalise, and a suggestion of a safer or more r&- 
numerative contract. This frustration of their plans, 
or the blighting of their hopes, will frequently induce 
them to start a series of bids on their own account, vdddk 
may cany them beyond their depth. They may make 
these bids with a view to getting something out of their 
cards, after the prospect of penalties has vanished, 
or of pushing the original bidders up a bit. In all sudi 
tactics, they are at a disadvantage, as their hands woe 
better suited to the dealer's original declaration than 
anything else, if they could defeat his contract. 

The situation is very common, and the effect of a 
prompt warning by the partner, while it assumes a cer- 
tain risk on his part, usually results in shifting the lisb 
of the bidding to the shoulders of the opponents. Hoe 
is a typical case: 
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Z bid a heart and Y denied the suit with two clubs. 
B at once inferred that A had the hearts stopped if both 
T and B are weak in that suit, so he bid two diamonds. 
Z accepted his partner's warning about the hearts and 
supported the clubs, bidding three. A went to three dia- 
monds, marking him with at least aoe or king, as he can- 
not have much in clubs or spades; or at least not enough 
to justify him in supporting diamonds, so B went to three 
no-trumps when Y passed, and was set for two tricks and 
30 aces. 

If B had not gone to no-trumpe, he would have been 
safe on the three-diamond contract, but Z would have 
overcalled it and made four dubs. The interesting point 
in the hand is that if Y does not warn Z about the hearts, 
B will bid two diamonds, and Z will go to two hearts, 
as he has the outside tricks to justify it. When A sup- 
ports the diamonds, Y will have to go to four clubs, just 
to deny the hearts, which is a risk that no player would 
take. Knowing nothing about A's protection in hearts, 
but being rather afraid of that suit, B would let the three 
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diamoQd bid stand, and as Z would go no further B 
would make his contract, with five honors. 

Taking out a suit with another suit that is better than 
the average one-trick bid does not require more than 
just enough to overcall, if the take-out is in the athet 
major suit, but if the take-out of a major suit is in a minor 
suit, there should be a sharp distinction between warning 
and strength. Two clubs, for instance, simply denies 
the hearts; but three clubs would show a better ebb 
suit than any average heart declaration, and would abo 
hint at a possibility of game, either in dubs or no-trtunps; 
or perhaps even at hearts, if the partner is strong enou^ 
to go back and take the chance on finding some hearts 
in the big club hand. Take this deal, which was left at 
hearts at four tables, two others f afled to go game, as they 
shifted to no-trumps after the take-out: 
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Z bid a heart and was left to play it. Aoe and a 
small spade put B in. At two tables, he shrewdly gueaeed 
that Z might have to lead trumps several times to exhaust 
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ihffli, as B had none, and the thing to do was to kill the 
diamond suit by exhausting Z's power to lead it, if pos^ 
able. A trumped the diamond, which held Z down to 
four odd and four honors, worth 189 points. The take- 
out is a laydown for five odd and nine honors in dia- 
monds, worth 223. Those who went to no-trump on 
the strength of the big diamond bid lost five spades. 
This hand is an example of bidding that might go back to 
the hearts, after the take-out, and still go game, as dmnmy 
has three good hearts; but that is a chance. Some players 
vary this play when there is an intervening bid by first 
supporting the hearts, and bidding the big suit nert 
time, if they get the chance. 

I have alwa3rs maintained that if the partner is unusu- 
ally weak in the dealer's suit, such as one small card 
only, he should deny the suit with anything that has a 
sure trick in it, even if it is only four cards. Here is a 
deal that went the rounds of a dupUcate match and not 
a single pla3rer denied the spades, although two went to 
no-trumps on a chance of that being better than spades: 
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Z bid a spade. Y should have denied the soit wA 
two clubs. This leaves the opponents with no I»d on 
which they can win the game. Instead of that Y eitha 
passed or went to no-trumps. At no-trumps all he coaki 
make was five tricks, so that take-out cost him 100 points. 
When left to play the hand at two clubs, Y could ha^e 
made his contract. When left with the spade contract, 
Z lost 100 points and simple honors. 

When the take-out is in turn denied by the dealer, 
the situation sometimes leads to some interesting bidding. 
Here is a case in point: 
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The only table that bid this hand correctly won tbe 
game. Z began with a heart, A passed and if took the 
dealer out with two diamonds. B passed the diamond 
bid and Z denied the suit with two spades, which A passed. 
Y denied the spades with three clubs, which held the con- 
tract. 

B led the heart through the denied suit. Z put on 



FOSTER ON AUCTION 1S6 

the king and led the king of trumpe. B won it and 
led another heart, hoping fcnr a ruff, but Y was able to 
pun all B's trumps and lead a spade, finessing the queen. 
Dununy led the ten of diamonds and Y passed it up. 
This diamond and the ace of trumps were the only tricks 
that Y lost. 

Five tables played this deal at no-trumps, sometimes 
with Y as the declarer, sometimes with Z, but only two 
of them won the game. The play that stopped two of 
the others was B^s holding off the clubs. The third 
lost his opportunity by overtaking the ten of diamonds, 
instead of passing it up. 

Whichever hand had the lead, A or B, started with a 
heart, the denied suit. Z won and started the clubs, 
B holding off until the third round, hoping his ace-nine 
might become a tenace. B then led another heart, and 
Z led the diamond, overtaking with the jack, so as to get 
the lead and make his two clubs. B won and led a small 
spade. While Z successfully finessed the queen, he had 
to give A two heart tricks, after which he won the king 
of spades with the ace and lost two spades after making 
the long heart. The student will see that if Y is going 
to depend on the spade finesse for two tricks, he should 
have put the ace of diamonds on the ten and made his 
dubfi. As it was, he carried this ace home with him. 

It is equally important to deny the minor suits as 
it is to deny the hearts or spades. Many players urge 
that it is quite tumecessary to defend such a contract from 
loss, as the hand will not be played on that declaration. 
If there is no good majornsuit bid between the two hands, 
tiiey say, the opponents are sure to bid something. While 
'' this is true in a measure, the warning may be useful in 
other ways, especially in directing a lead when the oppo- 
nents get the contract. Take this case: 
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Z bid a club and Y did not deny the suit. B bid a 
spade. Not knowing anything about the diamond 
situation, Z led the king of clubs and B went game. It 
does not matter what Z leads next, as B can clear the dubs 
in one round. In the actual play Z led a heart, dummy 
played the ace, and led another club. Z led anotho* 
heart and B won it, exhausted the trumps and put dummy 
in with a heart to make all the clubs. 

When Y took his partner out with a diamond, to deny 
the clubs, B still went to spades, as no-trumps looked 
impossible against two minor suits. But in this case 
Z led the king of diamonds and followed with the small 
trump, which A won with the queen of spades. B put 
himself in with a heart to give dummy the diamond 
ruff. Then he led a small club from A's hand. Z led 
a third diamond, which is as good as an3rthing, and again 
A trumped. Another club cleared that suit for A, ^dio 
had the re-entries in hearts. Z put him right in with a 
heart. 

Now what is A to do? If he leads a club, Y trumps 
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with the eight, and if B over-trumpe, the ten is good, and 
bring? in two diamond tricks. If B over-trumps and 
leads a heart, Y ruffs and leads two rounds of diamonds, 
and Z makes the nine of trumps. Six tricks against the 
contract either way. 

There are many cases La which a suit that has been bid 
to overcall the opponents must be denied in some way, 
especially as such suits are often merely forced bids, and 
not to be trusted for the same strength as free bids. This 
should be all the more reason for warning the partner 
against them. Take this deal, which went the round 
of nine tables: 
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Z bid a heart and A a spade. The spade suit itself is 
Dot up to standard, but the supporting hand is very stroi^. 
At acMne tables A avaOed himself of the double, asking 
his partner to go no-trumps if he could stop the hearts, 
which B did, and Y doubled. As the contract was for 
only one trick, A did not see how it could fail, and re- 
doubled, whidi cost him 400 points, as Z would not lead 
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the hearts, but started with the spades, which had sot 
been meDtioned when A doubled instead of biddiqg 
spades. Had A covered the spade jack, he would have 
lost a little slam, which would have cost him 1280 points 
As it was, Y overtook the spade to lead a heart throu^ 
and got in on the second spade to lead another hearty 
pnaVifig lune tricks against the no-trumper. 

The astonishing play was when A bid ihb spade over the 
hearts and B faQed to deny the suit, when he should have 
jumped at the chance to bid two diamonds, simply as a 
warning. 

Y's partner having refused to assist him in hearts, Z 
declined to rebid his hand. The silence of the partner 
is sometimes as potential as a bid. At one table Z did 
gp to two hearts and A went to two spades. When Z 
started with a two-heart bid, A went to two spades. When 
played at spades, Y opened with his partner's hearts, and 
the jack won the ten. Z led the jack of trumps up to 
weakness in the dunmiy, and A covered with the king, 
naturally expecting another heart lead. His astonish- 
ment may be imagined when Y proceeded to take out 
every one of his trumps before leading the heart, winning 
86 points for a little slam and four honors, with 250 or 
300 in penalties besides, according to whether the cxxt^ 
tract was one or two. 

If B takes his partner out with two diamonds, they can 
make four odd. If Z goes on with the hearts, all he can 
make is three by cards. 

A suit bid by the dealer will frequently be overcafled 
second hand by no-trump. In that case if the partner 
passes, or bids some other suit, it will be enough to 
deny the suit. As a rule, it is better to sit ti^t and wtij 
nothing. The opening bid has shown what to lead and 
has promised some defence in that suit. 
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Many persons make the mistake of refusing to deny 
a suit becaxise they have nothing they consider good 
enou|^. One may often hear the remark, '' I could not 
6eny your suit, as I had no five-card suit myself." 
The partner is not asked if he has a five-card suit, but 
if he can support the suit named, and he may have 
to ansveer that question with four cards only. Take 
this deal, which was played at all kinds of declara- 
tions and with aU sorts of results. The table at which 
the double denial took place made the top score, 
although the last denial was made with a four-card suit, 
ten high: 
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Z bid a heart. When left to play it, he went down 
one. At some tables Y took him out with a spade, and 
when Z left him m, holding a good honor as an excuse, Y 
went down one. At one table only did Y deny the hearts 
and Z in turn deny the spades, bidding two clubs, which 
held the contract. The result of the play certainly as- 
tonished the opponents. 
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A led through the denied spsde suit, and the kiiig won. 
Z led the ace of hearts and fdlowed with a small one, 
which Y trumped. Y then led three rounds of spades, 
giving Z three diamond discards. A trumped with the 
queen, and inunediately led the diamond, but too late, 
as Z trumped and led a small trump, catching A's king. 
The fifth spade from Y allowed Z to overtrump B, and a 
small heart from Z gave Y a ruff with the jack of trumps. 
Now Z makes his last trump on the diamond and leads 
the king of hearts, on which Y discards, so that the 
only tricks A and B make are the queen and eig^t of 
trumps. This is an example of good bidding combined 
with a little luck in the play. 

We have seen in the chapter on Bidding Values that 
the high-card combinations double their intrinsic trick- 
taking powers, if they are in the attacking hand, because 
of their utility in promoting the smaller cards of the same 
suit. In the trump suits, this presupposes that the part- 
ner will hold his normal share of the thirteen cards. The 
moment he denies the suit, showing only two, or less, this 
estinukte of the promoting power of the high cards must 
be revised. 

It is obvious that if it is the opponents, and not the 
partner, that hold the majority of the small cards in a 
suit, it is their cards that will be promoted by the play 
of the high cards. This fact is familiar to every player 
who understands the value of establishing the dregs of a 
suit by forcing out the commanding cards held against 
him by the declarer in a no-trumper. 

This consideration leads us to formulate this simple 
rule: The moment your partner denies a suit, the hi|^ 
cards in that suit fall automatically into the defensive 
class, and must be reckoned at their face value. This wifl 
reduce aces to one trick instead of two; ace-king suits. 
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or aoe-queen-jack, to two tricks instead of four, and 
so on through the list. 

Take the first example hand in this chapter, No. 24. 
The moment Y denies the hearts that suit is no longer 
good for four tricks and must be rated as two only, even 
when counting it up as part of the attacking hand; be- 
cause it is no longer possible to take four tricks in hearts 
with five to the ace-queen-jack, if the adversaries hold 
six or seven hearts between them, which is the fact con- 
veyed by the partner's denial. 

When Z shifts from his original intention to have 
hearts for trumps, and supports the clubs, he makes two 
very important revisions in his system of estimating 
the trick-taking possibilities of his hand. The heart 
suit is now worth 2 tricks only, but the spades remain at 
2, because there has been no denial of that suit. The 
clubs, at first worth nothing, are now worth 1^ as trumps, 
and there are two ruffs in diamonds, worth an ace and a 
king, or 3 tricks^ These ruffs are always estimated at 
defensive values, as they simply destroy the adversaries' 
attack. They do not promote anything. As an assist- 
ing hand, for clubs, Z can reckon on 8| values. Y's 
dub bid is forced, and all he has in his hand is 1^ in clubs. 
But add this to the 8| in Z's hand, and we reach a total 
of 10, which would indicate that they should be able to 
win four odd, with dubs trumps. 

Take hand No. 27, the moment Y denies the hearts, 
the values in Z's hand fall from 4 to 2. When Z in turn 
denies the diamonds, that suit drops from 4 to 2, although 
both suits are still in the attacking hands. The spade 
values in Z's hand remain, as that suit has not been denied. 
He adds 1 for the extra honor in trumps, if clubs are to 
be trumps, and has also a king-value ruff, total 8}. The 
diamonds in Y's hand reduce to 2, and his clubs, although 
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declared, have no intrinsic valuei therefore there is nothing 
to double, yet the combined hands show 10} values, and 
should win 10 or 11 tricks, at clubs. 

The reduction of values in the partner's hand when he 
is unable to use his trumps will be dealt with in the ch^>- 
ter on Assisting Suit Bids. 



DENYING PARTNER'S NO-TRUMPERS 

Ck)NTiMT7iNO, for the sake of clearness, to consider the 
dealer as the first bidder and the third hand as the partner, 
although the principles of bidding are the same if the 
second hand bids first and the fourth hand is the partner, 
we come now to the duties of the partner when the dealer 
starts out with a bid of one no-trump, and the second 
player passes. 

Eveiy bid at auction requires an answer. Every dec- 
laration requires some expression of approval or dis- 
approval from the partner. One of the most important 
of these expressions is silence; another is the take-out. 
We shall come later to the assist. 

There are two principal situations. Those in which the 
partner is afraid that the contract will fail, unless the 
dealer's hand is unusually strong, and those in which the 
partner is in a position to surest something better, or 
safer. If the dealer starts with no-trumps and his 
partner takes him out with a suit, it must be a minor or 
a major suit, and the difference between these two marks 
the distinction between a warning and a suggestion. 

On account of the great difference between going 
game with three by cards, and working to make five odd, 
there is a well-recognized prejudice in favor of no-trumpers, 
and no good player will ask his partner to shift from a 
no^rumper to a club or a diamond while there is any 
chance liiat the no-trumper will succeed, if not in winning 
the game, at least in making the contract. 

All authorities are therefore agreed that if the partner 
takes the dealer out of a no-trumper with two clubs 
or two diamonds, it must be with a hand that belongs to 
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one of two classes; a minor suit that is so strong that game 
18 reasonably certain if the dealer has a no-trumper to 
put on the table for a dummy; or, a hand that is so mud 
below average that it is very doubtful if the dealer can 
fulfil his contract at no-trumps. 

In either case, the dealer must accept the bid of a 
minor suit as a warning, a request for him to drop his 
no-trumper and support the suit. If he goes back to 
no-trumps, he does so on his own hand. Just how weak 
the partner should be in order to take out a no-trumper 
with a bid of two in a minor suit is a close question, bat 
the usual answer is that it should be a hand without a 
quick trick in it. That is, without an ace, or a king-queen 
suit, or even a couple of kings. Queens are of little use, 
unless accompanied by the jack and ten of the same suit. 

Good players bid no-trumps more with a view to 
showing general assLstance for a safer declaration, if the 
partner has one, than with any fixed idea that the hand 
shall be played at no-trumps, and nothing else. If 
nothing else is the dealer's view of it, he should start 
with a bid of two no-trumps, as many make a practice 
of doing when they hold 100 aces. An original no-trump 
bid also shows that the dealer is prepared to save the game 
against any bid the opponents may make, unless they 
have phenomenal hands. Bids are based on beating 
averages; not freaks. 

If it is true, as asserted by all good players, that noth- 
ing short of winning or saving game is worth playing 
for, it should be clear that there is not much hope of win- 
ning the game on a bid of one no-trump if there is not a 
trick in the dimuny. If the dealer has bid the no-^rumper 
on an average hand, with protection in three suits, but 
nothing wonderful in any of them, he is in a bad way both 
for assistance in the suits he has and weakness in his fourth 
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soity if dummy is going to lay down a Yarborough, or 
nothing above a jack. 

The rule for the partner when holding a trickless hand 
is to caJl any five-card suit, major or minor, simply as a 
warning. In the chapter on trump values, we have seen 
that five trumps headed by two sure tricks are goodforfour 
tricks in play, on the average. Any five trumps, without 
the tops, in the attacking hand, are good for an average 
of two tricks in play. If the partner has three trumps of 
any kind, the average for the five may be nearer three. 
If he has not as many as that, and no tops, that suit 
will not be the trump, as we have seen in the chapter on 
denying suits, therefore we may count the average value 
of five small trumps as nearer three tricks than two. 

Apply this to the bid of any five-card suit as a warning 
against the no-tnunper, and we arrive at this position. 
If diumny has a trickless hand, which is of no assistance 
to a no-trumper, but can turn that hand into one which 
18 good for two or three tricks, without impairing the value 
of the cards in the dealer's hand, what can he lose by in- 
creasing the contract one trick? 

Suppose the dealer's hand to be worth six tricks in play, 
and the dummy's hand worth nothing. The combined 
hands are not good enough to win the odd trick. Advance 
the value of dmnmy's hand to two or three tricks, and the 
value of the combinations goes up to eight or nine, which 
is enough, or more than enough, to fulfil the contract. 

That this is true, aU authorities agree, but they restrict 
their agreement to the minor suits, although it must be 
equally true of the major suits, so far as advancing 
the trick-taking powers of the dummy hand are concerned. 
The reason for restricting the weak take-out, or rescue, 
as it is usuaDy called, to the minor suits has been already 
explained. It is invariably a warning to drop the no- 
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trumpery either because the minor suit is very stroi^, er 
because the whole hand is hopelessly weak. 

If the dubs or diamonds in the partner's hand are 
strong, but not strong enough to be aknost certain of game, 
it would be very bad policy to bid them over the dealet's 
no-trumper. Suppose the partner holds six soUd tricks is 
dubs. Two of these, as we have already seen, aie 
induded in the dealer's cnjginal bid, leaving four extra. If 
the no-trumper is an average hand, good for three trido, 
one in each suit, that is game at no-trumps the moment 
he gets into the lead; but he will have to find two more 
tricks somewhere to win the game in clubs or diamonds. 
With seven or eight cards in the dummy's suit, it should 
be a game hand, if not a Uttle slam, and the Ind is then 
perfectly legitimate, even if the suit is not solid. With 
only five or six, even with the tops, the take-out in a minor 
suit is bad bidding, because that is probably the very 
thing the dealer wants to fill out his no-trumper, and the 
minornauit take-out may frighten him off. Here is an 
example of it: 
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Z bid no-trump and Y two diamonds. Having nothing 
in diamonds, and supposing the bid to be a wajning, Z 
bid two spades. As Y knew Z oould not have more than 
four spadeSy or he would have bid that suit in the first 
idaoe, Y went to three diamonds, and Z abandoned the 
matter, imagining Y to be very strong in diamonds. 
This is bad bidding on Y's part. He should have gone 
hack to no-trumps when Z denied the diamonds. He 
did not make his contract, two odd being all there was in 
the hand at diamonds. At eveiy table at which Y passed, 
Z went game at no-trump, whether A led the top club or 
the small spade. This is 185 points won, instead of 36 
kst 

The point of tiie minor-suit bid is this: Whether it 
is from extreme weakness or great strength, it asks the 
partner to drop the no-trumper unless he can do it all 
himself. If the dealer is strong enough to go back to 
no-trumps after the warning, well and good. Such hands 
are not uncommon. Even five small cards of a suit in 
the dummy may be enough to guarantee the dealer that 
his opponents will not be able to save the game by leading 
that suit. 

If we examine the construction of the hands on which 
no-tnimpers are usually bid, it will be seen that they are 
largely built on the minor suits, because the major suits 
in then^ are not long enough to declare. That is one 
reason for avoiding the lead of a minor suit up to a no- 
trumper, if possiUe, as we shall see when we come to 
the opening leads. The warning take-out in a minor 
suit will frequently find the dealer with more support 
for that suit than for anything else, and he will be 
glad to avail himself of the shift. Here is an example 
of it: 
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No. 32 





V 


9 752 








♦ 


5 









J9643 






E4 


10 6 4 






^ 


Y 


S? 


A J63 


<?> 


K Q 10 7 4 2 


A B 
Z 


* 


J 9 8 





8 





Q 10 2 


♦ 


E J83 


♦ 


952 




Q 10 8 








♦ 


A 63 









A K 7 5 






♦ 


A Q7 







Z bid no-tnimp. A passed, realizing that there vm 
little chance of going game against a no-tnimper without 
an ace in his hand, even if he could get the contract at 
dubs, but he might easily save the game or set the no- 
trump contract. At some tables Y passed, and Z was 
set for two tricks, less 30 aces, as A went right ahead 
with the clubs until he forced out the ace. 

The student will probably be interested to know that 
at the only tables at which A overcalled the no-trumper 
with two clubs, Y felt relieved from the necessity of wara- 
ing Z, and A was set for 100 points, instead of setting Z 
for that amount, as Y led the trump. This is a voy 
common opening, and is based on the theory that if die 
partner has a no-trumper the sooner the trumps are out 
of his way the better, so that he may play the rest of tbe 
hand at no-trumps. If A passes, Y bids two diamosdfl. 
He can make that contract, but he cannot possibly go 
game. The bid saves him 98 points. 

Some o{ these border-line no-trumpers, as they are 
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calledy have a demoralizing effect on the opponents, and 
irhen they are afraid of the take-out they will often refuse 
to bid. Here is a case in which they were frightened out 
[>f a game hand at five different tables: 



No. 33 





^ 


653 








♦ 


10 8 6 5 4 









84 






A J 10 8 7 


10 3 2 






s? 


Y 


^ 


9 


4> 


Q 


X 

A B 


♦ 


A E3 





9 7 5 





Q J 63 


♦ 


K874 


Z 


♦ 


AQ J65 




K Q4 2 


t 






♦ 


J 9 72 









A K 10 2 






♦ 


9 







Counting the jack of clubs as a stopper, Z bid no- 
trump. A passed and Y bid two clubs. Although B 
had two sure tricks in clubs, he did not see much chance 
for game in spades with a no-trumper on his left, which 
he counted for tricks in all the other suits, so he passed, 
and Y made his contract. It is an invincible game hand 
at spades for A and B, no matter what Z leads, even if 
Y ruffs the third diamond. 

A no-trumper should always be ready to deny a suit 
or to go back to no-trumps. No matter what the nature 
of the take-out, the dealer should deny it if he cannot 
support it, because the same principles apply to these 
take-out bids as to any other suit bids. Here is a good 
OBunple: 



160 



FOSTER ON AUCTION 



No. 34 







"^ 


875 










♦ 


8 7 543 2 











6 4 3 






K94 


♦ 


7 






s? 


Y 


7 


10 6 32 


♦ 


A E J 




* 


Q 10 9 





10 7 




A B 





Q85 


♦ 


A Q 10 9 5 


Z 


♦ 


83 2 




AQ J 










4> 


6 











A E J92 








♦ 


E J 6 4 


; 





Z bid no-trump, A passed, and Y bid two clubs, whidi 
B passed. At some tables Z trusted his partner to stop 
the clubs and went back to no-trumps, overlooking tttt 
fact that a take-out in a minor suit absolutely doiies 
any tricks in spades or hearts. A doubled. Y said 
nothing, having given all the warning he thought neces- 
sary, and Z naturally expected any lead but a dub. 
A led the king of clubs to have a look, and as B played 
his second-best, the queen or no more was marked in his 
hand. The lead of ^e jack allowed B to lead a spadd 
through, and the only spade trick Z made was the king, 
so that he was set for 300 points. It is rather curious 
that when A overcalled the clubs with two spades, he was 
set. When he went two spades over Z's one no-tninc^, 
the result was the same. 

The preceding examples are all warning bids. We come 
now to the majornsuit take-outs, which are suggestive 
chiefly. 



MAJOR-SUIT TAKE-OUTS 

When we come to bidding two tricks in a major suit as 
a take-out for the partner's no-trmnper, we find a great 
di£Ference of opinion among all classes of players, some 
insisting that the bid should never be made as a rescue, 
with a weak hand, but only with strength, and strong 
piobabiUty of game. When their reasons for wishing to 
make this distinction are carefully examined, it will in- 
variably be found that they are weak in one of two ways. 
They are entirely based on theory, the objectors to the 
weak rescue having had no practical experience with it; 
or, these players are entirely ignorant of the modem syB- 
tem of denying suits. If neither of these is the reason, 
then they must have some pet private convention that 
the bid interferes with. 

In the minor suits, they agree. That is always a warn- 
ing, whether the partner bids on weakness or on strength. 
In the major suits, on the contrary, the partner may be 
gladly availing himself of the help offered by the original 
no-trump bid, if he is strong in either hearts or spades, as 
they are much safer contracts then no-trumps, and require 
only one more trick to win the game. 

But if the partner is in the habit of bidding two hearts 
or qMtdes witii only five small ones, and perhaps a trick- 
kfls hand, how is the dealer to distinguish such a take- 
out from the bid on strength? Is it a rescue or a game 
hand? If it is from strength, it is very desirable to leave 
it alone; if it is a rescue, it may be better for the dealer 
to go back to no-trumps, or bid something else. 

Many persons make a mountain out of this difficulty, 
as if there were no way to get over it. Wa.find writers 
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on the game who ought to know better expressing the 
opinion that the only solution of the problem is to aban- 
don the weak rescue in the major suits, and to confine 
the take-out to strength. This leaves the partner in 
no doubt as to which it is. 

This sounds well, but I have failed to find in any ct 
these writers anything about the losses that arise when 
the no-trumper is abandoned to its fate. In these days, 
when players bid no-trumps on an ace and two hopes, 
the old adage is truer than it ever was at bridge, " Any- 
thing can happen to a no-trumper." No losses that 
can result from a weak rescue can approach those that 
constantly arise from no rescue at all. 

There is no necessity whatever for eliminating the 
rescue simply on the groimd of its ambiguity, as we shall 
see presently, because there should be no difficulty in 
finding out to which class the take-out belongs, weak or 
strong, if the original no-trumper is sound, and the playeis 
understand the science of denying suits. The modsm 
player eliminates the no-trumper that cannot stand a take- 
out, which solves the problem at once. Of course, there 
are some players who have the mania for bidding no- 
trumps to such an extent that they cannot keep thar 
hands off it, although it is the most dangerous bid in the 
game against good players. Against dubs, one may 
bid almost an3rthing with impunity. The worse the bid, 
the greater certainty that they will take you out of ii 
But these pages are written for the careful player, not 
for the gambler, for he gets as much satisfaction and ex- 
citement in being set as in going game, apparently. 

There are two argimients advanced in favor of aban- 
doning the weak rescue in the major suits. One is that 
if the no-trumper is only average, and unable to take 
care of itself, while the partner's hand is below par, the 



POSTER ON AUCmON 153 

fourth hand will almost surely make a bid. This argu- 
ment presupposes that you are playing with children, 
or depending on your opponents to play your game for 
yoUy as neither you nor your partner are able to arrive 
at a safe declaration yourselves. 

It also overlooks the strong probability that it is the 
player oh the left of the no-trumper that is strong, 
but will not declare while he has the lead against an 
allied no-trumper, and can probably beat it. If the 
strength is in the fourth hand, and it is not vital for him 
te have a specified suit led in order to save the game, 
why should he bid? He is not going to run the risk of 
being left to play the hand, with a no-trumper over 
him on the left, if there is any chance of saving the game 
as it is. A bid in such a position simply warns the dealer 
to bid something safer, or to sit tight and beat the fourth 
hand. Here is a hand that went the round of seven tables, 
and only one player sat tight and said nothing fourth 
hand: 



s? 


Q 7 5 


♦ 


10 





K 75 


♦ 


A K J 9 6 5 



The dealer bid no-trump, second and third hands 
passing. At every table at which B asked for a spade 
lead, bidding two, the dealer at once shifted to diamonds 
and won the game. When the fourth hand said nothing, 
his partner led the jack of hearts from jack-ten-nine and 
others, and the dealer won it with the king. A diamond 
finesse let in the six spade tricks and set the contract. 

Perhaps one of the most remarkable reasons for ask- 
ing a partner to eliminate the weak rescue in the major 
suits, is the dealer's assertion that he does not want it, 



154 FOSTER ON AUCTION 

even if it is safer. If his no-tnimper is going to be set 
he says, he is willing to take his medicine. 

This is certainly a charmingly egotistical way of 
patting it; but what about his partner, who has to pay 
just the same amount of the loss. Why ^ould he he 
obliged to swallow the medicine when it is not his disease? 
If the dealers who refuse to allow the weak rescue were 
forced to pay all the losses on their no-trumpers, we should 
soon hear the end of it, even if they could take all the 
gains. The balance on the wrong side of the ledgter woold 
soon impress itself upon attention. Why should not the 
partner have as much right to protect himself agaioflt 
no-trumpers that he cannot support, as against suit 
bids? No one objects to those tak&-outs. 

As pointed out in the chapter on No-trump Bids, aB 
such declarations should be able to support one or both 
the major suits, or have a good secondary bid in reserve, 
in case the partner's take-out has to be denied. Given 
a partner whose no-trump bids are soimd, and this may 
be laid down as the one absolute rule in auction to which 
there is no exception. 

Never leave your partner in with a bid of one no-trump 
if you have five hearts or spades. 

This rule admits of no exceptions upon the first round 
of bids, the second hand passing. It does not matter 
what the five cards are, whether they are only nine high, 
or headed by four honors. Neither does it matter whether 
there are two or three sure tricks in the rest of the hand 
or none at all. 

I have followed this rule for years, and watched its 
working through countless duplicate games. I have 
also gone through two or three thousand of my 10,000 
recorded hands, and picked out those in which one player 
has a no-trumper and the opposite hand has five heiurts 
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or five spades. I spent an entire summer on this investi- 
gation, and the analysis shows thax with only average 
skill in the play, the take-out is worth about fifty points 
a deal on the average. For every occasional hand that 
will not reach game with the trump suit, but would have 
done so at no-trump, there are a dozen that save the game, 
win it, wind up with a better declaration than either the 
no*trump or the take-out, or get penalties, 
f Here is a deal that is historical in the club in which 
it occurred. It shows what may happen to a player 
who insists that his partner shall let him alone to '' take 
his medicine " when he bids no-trump, if he has nothing 
but a weak rescue in a major suit: 

No. 35 





s? 


10 7 2 








♦ 











87432 






AQ84 


J 9 8 5 3 






^ 


Y 


7 


J693 


<?> 


A J 98 54 2 


A B 


♦ 


E73 





A 





9 65 


♦ 


4 


Z 


♦ 


10 7 6 




E 9 








♦ 


Q 10 6 









K Q J 10 






♦ 


A K Q2 







Z bid no-trump, and Y followed instructions, refusing 
to bid the spades. A led a small club and made seven 
tricks in that suit, although he expected to find the 
king with Z. On the last of the clubs, B's first discard 
was the deuce of hearts, then two diamonds and a spade, 
while Z discarded his three top spades, and then, feeling 
sure that A would not lead a heart to his partner's first 
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discard, he unguarded the king. Having nothing more 
to make, A laid down his ace of hearts, intending to fd- 
low with the ace of diamonds, but on catching the king 
he led another heart, and lost the last trick of all to the 
jack of spades. Little slam and 30 aces, worth 380 points. 

At spades, there is some pretty play to go gaoie, if 
B leads a heart. After winning two heart tricks, A's 
bef t play is a trump which Z wins and returns, finHing A 
has no more. Then he leads a diamond. A heart forces 
Z, who makes three diamonds after pulling B's last trump. 
Now Y makes the two last trumps and the fifth diamond. 

One point to be remembered is, that if the dealer 
does not like his partner's take-out, he can deny it, either 
by going back to no-trumps or bidding some oth^ suit. 
There must be something in which the two hands fit 
The result is invariably to show the dealer whether the 
major suit take-out was from weakness or ftx>m strength. 
Here are two examples, each with a different ending: 

No. 36 








9 5« 

7 64 

J7 

A E952 







K 82 
J 10 9 5 
A 10 8 5 2 
4 


Y 

A B 

Z 


7 




J 10 6 3 

8 

6 3 

Q J 10 8 7 6 







A Q 7 
A E Q! 
K Q94 
3 


) 2 




bid 


no-tntmps anc 


I Y two ( 


spades. As Z eann 



icupport the spades he has the choice of going back to 
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no-tromps or bidding his beet suit. It is invariably 
better to bid a secondary suit, and to leave it to the part- 
ner to say whether the no-trumper should be the final 
declaration or not. 

When Z starts with a bid of one no-trump, Y has no 
idea of how good his hand is, or what suits were strongest. 
Y's inference from the three-club bid is that while Z was 
protected in three suits, the spades were his weakest and 
clubs his strongest. Tliis bid also asks Y if his spades 
are of any use as part of a no-trumper; if not, to let it 
stand at clubs. Y bid three no-trumps, and A led through 
the denied suit, Z winning four by cards. Had A led 
anjrthing else, Z would have made five odd. 

Here is the other situation, in which not only is the take* 
out of no use to support a no-trumper, but the partner 
has to deny the dealer's take-out of the first take-out. 
The hand illustrates in a remarkable manner the methods 
by which two good players will eventually arrive at the 
best declaration for the combined hands, neither of their 



37 














A7 
J 10 3 
8 763 
EQ74 




Q9 64 3 
A 7 64 
6 
952 





4> 


Y 

A B 

Z 





E J 10 8 2 
90 

E 10 2 
863 




5 

EQ81 
AQ J{ 
A J 10 


I 

14 
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Z bid no-trump and Y two hearts. Z denied the heaits 
with three diamonds, and as Y's hearts were not of mudi 
use at no-trumps, if Z had none, and Y could not support 
the diamonds, he had to bid four dubs. At dubs Y won 
the game, making five odd. B opened with a heart and 
A returned the king of spades, so as to avoid the diamonds. 
A trump put Y in to lead a diamond for the finesse. The 
aoe and nine followed, Y trumping the third round, after 
discarding a heart. The diamonds being set, Y led 
out the trumps, made the rest of the diamonds and estab- 
lished the ten of spades. 

Some writers have been at great pains to enlarge 
upon the possibilities of loss from leaving a weak rescue 
to play the hand, but in every instance these writers betray 
their ignorance of the modem qrstem of denjdng suits, 
because the force of their arguments rests on leaviog 
the partner to play a trump that the origmal no-trump 
bidder cannot support. 

Here are three hands, given by a well-known writer on 
the game, that were bid no-trumps originally, taken out 
with two spades, and failed to go game at spades, althougli 
they were all game hands if left alone at no-trumps: 





No. 1 




No. 2 




No. 3 


^ 


A lOx X 


7 


A Kxx 


V 


E 10 xz 


* 


K Q J 


c?> 


Ax 


<?> 


A J lOx 





E Q X X X 





E Q J X X X 





Q Jx 


♦ 


z 


♦ 


X 


♦ 


X X 



No. 1 would have made three to five odd at no-trumps- 
No. 2, five odd. No. 3, four odd. One to three odd at 
spades was the maximum, game being out of the question. 

If the reader has followed what has been said in pre- 
vious chapters in this book, he wUl readily see that this 
argument is simply sophistry, as no good player would 
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leave his partner to play any of these at spades, but would 
deny the suit on No. 1 or 2; and take chances by going 
two no-trumps on No. 3. As they appear to have been 
all strong hands at no-trump, it is clear that the partner 
must have had some tops in spades, and in answer to the 
denial of that suit would have gone back to no-trumps. 
Here is a hand from a large duplicate game which is 
80 nearly like No. 2 that it may serve as an illustration 
of the manner in which such a major-suit take-out would 
be handled: 

No. 38 





^ 


10 8 4 






* 


8 







J 742 




965 


A E 8 6 4 


^ 


Y 


^ K 7 3 


♦ 


5 


A B 


cS) Q J 9 7 2 





A 10 8 3 


9 6 5 


♦ 


Q J 10 7 5 


z 


<i> 9 2 




A Q J 2 






♦ 


A K 10 6 4 3 







KQ 




♦ 


3 





Z bid no-trump, and Y two spades. Instead of leaving 
the spade contract to be slaughtered, which would be the 
advice, apparently, of the writer whose examples have 
just been quoted, Z promptly denied the spades with three 
chibs, and Y went back to three no-trumps, to show that 
if his spades are not wanted as trumps, they are still 
valuable as part of a no-trumper. The result was that 
Z made four odd, whereas neither the spade nor the 
dub contract would have reached game. 

When the dealer is one who is in the habit of bidding 
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all sorts of no-trumpers, the weak rescue is sometimea 
very useful. All those who passed up the bid on Y'a 
hand in the following situation lost 180 points: 

No. 39 





^ 


Q 8 7 5 








♦ 


5 









8 5 2 






J 10 


Q 10 8 6 2 




s? 


Y 


"^ 


E42 


♦ 


Q4 2 


A B 


♦ 


A 10 7 3 





A J 7 643 





KQ 10 


♦ 


5 4 


Z 


♦ 


A9 3 




AO 63 








* 


E J 986 









9 






♦ 


K J 7 







Z bid no-trump, and at every table at which this 
bid was made those who held Y's cards and did not 
believe in the weak rescue were set for three tricks and 
30 aces. Those who took the dealer out with two spades 
and were left to play it, made three odd and four honors, 
63 points plus. 

At one table, Y, who is strongly opposed to these weak 
rescues, was driven to it by A's foolish bid of two disr 
monds. The ciuious thing about this hand is that it does 
not seem to have occurred to any one to go to no-trumps 
on B's cards, even after A had shown the diamonds. 

The bidding will sometimes continue for some time 
after the take-out, because an opponent who will not bid 
against a no-trumper while he has the lead, may be quite 
willing to bid one suit against another after the no-trumper 
has been abandoned. In such cases it is invariably a 
mistake to return to no-trumps if the take-out can be 
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supported, because the bidding of the opponents shows 
that they are afraid of the suit take-out, but were not 
afraid of the no-tnunper. Here is a remarkable illustra- 
tion of this mistake, which was one of the deals played 
in the duplicate match for the championship of the United 
States at Spring Lake id 1916: 



No. 40 







K 9 8 7 63 2 

3 

E Q J 63 



S? A 


Y 


<^ 10 4 


<S> 962 


A B 

f9 


(?) Q 10 7 5 


A 10 8 7 6 2 


4 


4> AQ5 


z 


4> J 10 9 7 6 2 



S? Q J 5 

cj> A K J 84 

9 

(^ E 84 3 

Z bid no-trump and Y two hearts. Z passed this up, 
showing he could support the take-out, and A bid three 
diamonds. This Y doubled, to show his support for the 
heart bid. B took his partner out with three spades, 
which Z doubled, to show his stopper in that suit. When 
A passed, Y went to foiu' hearts, and A doubled that bid, 
hoping to frighten Z back to no-trumps. In this he 
succeeded, and A doubled, and set the contract for 100 
points and 30 aces. Y should have redoubled the hearts 
or Z should have done it for him, or bid five clubs to force 
him back to hearts. The hand is a lay-down for five 
odd at hearts. The mistake is in the return to no-trumps. 

This Spring Lake hand introduces an element that is 
absent from all the preceding examples, the interference 
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of a bid from the opponents. There is another variatiaB 
that may come up, and that is a double, instead ol a suit 
bid, from the adversaries. Here is a rather interestiDg 
case: 

No. 41 





S? 


3 








<S> J 842 






10 8 4 






♦ 


J 7 54 2 




s? 


10 864 


Y 


^ 


K 9 7 5 


♦ 


A 7 6 3 


A B 

f7 


* 







Q6 2 





K 76 3 


4> 


93 


z 


♦ 


A E Q 10 8 




^ 


A Q JS 


i 






<¥> K Q 10 9 6 






A J 9 






♦ 


6 







Z bid no-trump, A passed and Y took out the no-trumper 
with two spades, which B doubled. The double did not 
affect Z's bid in any way, as he would have denied the 
spades without this hint, bidding three hearts. A passed 
again, and Y denied the hearts with four dubs. When this 
got round to A, he did not think Y could make four 
dubs, and doubled, but Y did make it, losing only one 
trick in each suit but hearts. 

This looks like a very lucky club bid, quite apart from 
the luck of going game on the double. At every table 
at which Y passed, B bid two spades, asking for a lead, 
was left with it and made his contract, with 72 in hcmon. 

At one table, when Y denied the no-trumper with the 
spades and B doubled, Z bid the clubs, and B went to 
three spades, being set one, but having the 72 honors to 
score, so that he came out 22 ahead on the bidding 
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It was then too late for Z to bid four hearts. A good lesson 
on bidding the higher ranking suit first; hearts, not clubs. 
One of the besetting sins of the beginner is the desire 
to play every hand himself, especially at no-trumps. 
This leads him to persist in that declaration even after 
his partner has warned him against it, or has suggested 
something much safer. The theory seems to be that if 
the pla3rer can make aU the tricks in the hand at ten each, 
that is better than scoring them at eight or nine only. 
Here is a curious example of this logic: 

No. 42 





^ 


10 9 8 7 5 3 2 




<?> 


6 









AK72 






Q 


4 






<7 


Y 


9 


J4 


♦ 


A 10 9 5 


A B 

f9 


♦ 


K J 74 





Q8 5 3 





9 64 


♦ 


A 8 62 


z 


♦ 


J 10 9' 3 




A K6 








♦ 


Q83 2 









J 10 






♦ 


K Q 7 5 







Z bid no-trumps, Y two hearts, and Z went back to two 
no-trumps, figuring that if his partner had a long heart 
suit, five at least, they should be able to make them all at 
ten a trick. In this he succeeded, as aU the hearts made, 
but not before A and B had taken home four club tricks 
and the ace of spades, saving the game. 

At another table, Y would not bid the hearts, because 
he figured that if Z had three suits stopped, one was not 
the diamond, so he did not mention the hearts, and there 
abo A and B saved the game. All those who bid the 
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hearts and played the hand at that declaration made 
either five odd or a little slam. At one table Y took out 
the no-tmmper with three hearts, so as to make it eoi* 
phatic, he ^so figuring Z for protection in all the soita 
except diamonds, and therefore some top hearts. Thk 
is good bidding. 

In conclusion, my experience with those who are 
opposed to the invariable take-out with five cards of a 
major suit, regardless of their strength or of the rest ol 
the hand, has been that they never gave the bid a fair 
test, and therefore know nothing about it from a practied 
standpoint. They will all take-out with six cards, hot 
not with five. 

There is one phase of this take-out bid that is not 
as common now as it once was, and that is refusing to bid 
the suit because the hand is so strong that it is better to 
have the tricks worth ten apiece than eight or nine. TUs 
is on a par with bidding no-trumps originaUy on hands HaX 
should be major-suit bids. Here is a classical example of 
a hand that is too good to shift from no-trumps: 

No. 43 





<^ 


A Q J6 




<?> 


9 53 







A 8 


# 


10 5 


864 


7 


Y 





84 

K Q J 93 2 


A B 
Z 


♦ 


K 7 2 

7 




E 8 2 




♦ 


K Q7 







10 6 4 




♦ 


A Q J3 



7 





9 7 3 

A J 10 6 2 
7 5 

10 9 5 
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Z bid no-trump. Y assumes that hearts must be Z's 
weak suit, and with three or four sure tricks in his hand, 
why should Y reduce their value to eight, when they 
might just as well be ten. Played at no-trumps, A cleared 
the diamonds, got in on the spade finesse after Y had 
made all the hearts, and held the contract down to the 
odd trick. It is a game hand at hearts. 

Any person who will take the trouble to deal out a 
himdred hands and will pick out any of the foiu: that 
is good enough for a soimd no-trumper, and will place 
opposite this hand any of the three others that contains 
a five-card suit, will find an astonishing percentage in 
favor of the take-out. Even if it be a minor suit, clubs 
or diamonds, weak or strong, assume that it was a major 
suit and note the result. 

The moment one makes any attempt to define the 
line that shall separate strength from weakness in the 
major suits, by enumerating the number of kings, queens, 
or jacks that are essential to remove the hand from the 
stigma of being a rescue, one opens the gate for all kinds 
of border-line bids that are open to argument, and lead 
to confusion and mistrust. 

The simplest rule to follow is to bid these take-outs 
straight. If the no-trumper cannot support them, it 
should be able to deny them, either by going back to no- 
trumps or by bidding a suit. If the hand is not good 
enough to do either of these, it is the original no-trump 
bid that is at fault; not the take-out. 



REBIDDING THE HAND 

Undeb the old style of bidding, the character of two 
bands might be entirely different, yet the sequence d 
bids niade upon them exactly the same. Which d 
several posdbiUties was the actual holding, the partner 
was left to guess. How often, when your partner bids 
a suit twice, can you name with any certainty six or 
eight of the cards in his hand, and their rank? On the 
other hand, how often have you nothing beyond a hssj 
idea that he has a big heart bid of some sort? 

This style of bidding inevitably leads to confusion and 
misunderstanding, which is the first thing that the modem 
bidder tries to avoid. He insists upon each holding beiDg 
bid in such a way that the partner shall be presented with 
a fairly accurate photograph of the hand as a whole by the 
time the bids have been round twice. The first bid shouki 
show the genus; majornsuit, minornsuit, or no-trumps. 
The next bid should show the species; all one suit, two 
suits, or which three of the four. 

There are two very conunon mistakes made by the ave^ 
age player, which lead to continual friction between pait- 
ners. One is trying to get the contract too ches^, 
and the other is offering to pay too much for it. Tie 
conventional rules for the original bids should never be 
departed from imder any circumstances. Then there will 
be no possibility of any misunderstanding on the part of 
the player opposite you if the opponents start something. | 
As we have seen in the chapter on Original Free Bids, 
two simple rules govern the opening. 

If all you have is in one suit, you should bid it aO 
at the start, and say no more about it, no matter what 
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happens. But if there is more in the hand than can be 
riiown by the first bid, you should be ready to advance 
the bid until you have shown the limit of this outside 
strength. Here are examples of the three ordinary 
\ of bids: 





No. 1 




No. 2 




No. 3 


s? 


AE843 


^ 


A KB 4 3 


S? 


A Q J642 


<?> 


Q2 


<?> 


A2 


4> 


Q2 





J7 6 





J 7 6 





J 76 


♦ 


864 


♦ 


86 4 


♦ 


64 



In No* 1, the original free bid is one heart. No matter 
what bidding follows this, you have nothing more to say. 
You have bid all there is in the hand, and need not even 
deny your partner's suit if he shifts. You are in the posi- 
tion of a man that goes into a partnership with the state- 
ment that he has a thousand dollars to put into it. No 
matter how much the other partner may talk, you can 
never make your thousand look like fifteen hundred with- 
out deceiving him. 

In No. 2, the first bid is one heart, but you are prepared 
to advance the bid to two, which will indicate that 
you hold a minimum of two more tricks for attack, in 
addition to the original heart bid. You are now in the 
position of a partner who has a little real estate, or a trade 
acquaintance, in addition to his thousand dollars, to put 
into the business. 

In No. 3, the original bid is two hearts, because you 
have six in suit, one more than necessary for a bid of one. 
In order not to confuse this holding with a hand that has 
tricks outside the suit named, you must bid the two at 
once. This is as if you said you had fifteen hundred to 
put into the business, but no real estate or trade affilia- 
Having made that bid, you have nothing more 
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to say, DO matter what bids may follow. It is not even 
necessary to deny your partner's suit if he shifts to spades^ 
because a partner that wiU take-out an original two- 
trick bid must be very strong, and well able to take care 
of himself in that suit. These original two-trick bicfa 
in the major suits indicate that you do not care macii 
whether your partner has his share of the trumps or not. 
Such bids not only relieve him from the necessity of deny- 
ing the suit, but they ask him not to run any risks with 
no-trumpers. 

One of the commonest mistakes made by the b^inner 
is in starting with a bid of one in a suit of six cards or 
more, such as No. 3, and then advancing the bid to two 
tricks on the second round, if overcalled. Bid all there 
is in the suit itself at once. With seven cards to the ace- 
king, ace-queen-jack, or king-queen-jack, for instance, 
bid three, and with eight in suit bid four. 

Many players believe in bidding two if they have a 
suit of seven cards of a major suit that is not headed by 
two sure tricks, provided it requires no more than a king 
to fill up the hole in the suit. This is to avoid rebidding 
the hand that does not contain an ace outside. With 
eight cards of such a suit, they bid three, and with nine 
bid four. Here are examples of such hands, each re- 
quiring a king outside: 

A Q 10 X X X X 
A J 10 X X X X 
K Q 10 X X X X 

Any weaker combinations than these are never more 
then one-trick bids unless they are shut-outs. 

It is a mistake to start with a bid of two or more 
because of outside strength. This class of hands must be 
held in reserve for secondary bids. To bid more tK^n one 
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jiist because you can make it is nothing but bombast, 
and never accomplishes anything, unless the bid is in- 
tended as a shut-out for the other major suit, although 
each bids are very conmion with untaught players. Why 
Bhould you start in an auction by bidding two dollars 
for something that you may get for one? If you are 
^willing to pay two, wait imtil you are forced to do so. 
Such bids give the partner a wrong impression of the hand 
and may lead to serious loss. Here is a case in point: 

No. 44 

^ 4 

<S) 10 7 5 2 

K4 

4> A K 8 7 6 2 



^ 


85 


Y 


V 


E9762 


♦ 


J 94 


A B 
Z 


♦ 


8 6 3 





J 10 9 8 3 





A Q6 2 


♦ 


J 93 


♦ 


5 



^ A Q J 10 3 

* AKQ 

7 6 

4> Q 10 4 

Z bid two hearts, which induced his partner to let 
the bid alone, and the result was that Z lost two diamond 
tricks inunediately and B made two tricks in trumps 
later, saving the game. If Z starts with one heart, Y 
bids two spades, having six in suit. At the tables at which 
this was the bidding, B led through the denied suit, and 
Y made a little slam, with four honors. The heart con- 
tract, even with four honors in one hand, netted only 88, 
while the spade contract won 265. Overbidding a suit 
just because there are four honors in it is quite unneces- 
sary. 
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The importance of diiferentiating sharply betweeB 
these two dasses of hands — ^those in which evetTthing is 
shown by the first declaration and those in which out- 
side tricks are shown by rebidding the same suit — wiD 
be better understood if we pass to the other side ol Ihe 
table and examine the partner's side of the bidding. 
Here are two hands in which the partner held almost 
precisely the same cards, but in one hand, with a bad 
bidder for the dealer, he is led into a smous loss, while 
in the other, with a good bidder for the dealer, he saves 
more than a hundred points: 

No. 45 





^ 


Q10 9a 


; 






<?> 


10 4 2 









A J 10 






86 


10 6 5 






^ 


Y 


^ 


4 


♦ 


A K3 


A B 


♦ 


Q9865 





9 74 





KQ52 


♦ 


EQ J82 


Z 


♦ 


A73 




A K J 7 


52 






♦ 


J 7 









86 3 






♦ 


94 







Z bid one heart, A a spade, and Y two hearts. When 
B went two spades, Z rebid his hand to three hearts, and 
A said three spades. When both Y and B passed Z 
went to four hearts, to save the game. A bid four spades, 
and Y went on to five hearts, which A doubled and set 
for 400. Y knew that he would be set, but he never iin- 
agined it would be for so much. He is completely de- 
ceived by his partner's rebids, which indicate outskle 
tricks. It is true that A would have made five odd in 
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spades, four honors, and 125 for game, but that is only 
206 points, so that Y and Z lose 156 by not letting them 
I^y it at spades. Here is the other hand: 

No. 46 





^ 


Q982 








<?> 


AQ6 









J 9 3 






753 


10 5 3 






^ 


Y 


7 


J 


♦ 


42 


A B 


<?> 


8 7 53 





EQ 10 





A 864 


♦ 


AQ J94 


Z 


♦ 


E862 




A E 10 1 


34 






♦ 


E J 10 9 









7 6 2 






♦ 


7 







Hie bidding was precisely the same as in the first 
hand given. Z started with one heart, A a spade, Y two 
hearts, B two spades and Z three hearts, rebidding the 
hand. A bid three spades, which both Y and B passed, 
and Z went to four hearts. A four spades, and Y five 
hearts, which A doubled. 

In this case Z's rebid is sound. When Y assists the 
hearts, Z can count upon him for more than his share 
(tf the tricks, probably two in one of the minor suits, 
as we shall see when we come to the chapter on Assist- 
iDg Bids. Z is therefore willing to take a sting to save 
the game, as he cannot be set more than a trick or two. 

Y does not know whether it is Z or A that is ov^bidding 
the hand to save the game, as both cannot be right. ^JVhat 

Y is certain of is that Z has some tricks outside hearts, 
and they are not in spades, so Y bids five hearts. 

A led two rounds of spades, which allowed Z to rufF, 
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exhaust the tnimpe and give Y a diamond discard on 
the fourth dub, so that he was set only one trick, less four 
honors, net loss 68. Had A been left at four spades, he 
could have made it, with four honors and game, total 197. 
This shows that Y saved 129 points by taking the sting 
to save the game, Y being confident that it would not be 
a large penalty if Z's bidding was sound. Had A gone 
to five spades he would have been doubled and set. 

These two hands contain a double lesson. They not 
only illustrate the difference in bidding on one suit and 
on two, but they show that it is entirely unnecessary to 
make any mention of the supporting suit. No greater 
mistake can be made than for a player to start with a bid 
in a major suit and then shift to the supporting suit, 
unless his partner has denied the suit first named. Such 
bidding at once places the declarer at the mercy of a shrewd 
adversary, who can instantly place the other suits if be 
knows which two are in the hand of the first bidder. Take 
this deal, which was thought to be a reversed score, or 
the tray turned the wrong way, until it was explained: 

No. 47 





7 


10 5 








<*> 


J 10 7 3 2 









Q9 






AQ J94 


Q 7 62 






s? 


Y 


^ 


K732 


♦ 


9 6 


A B 


♦ 


8 5 





10 8 4 3 2 





AE J6 


♦ 


10 


z 


♦ 


J84 




86 








<?> 


A E Q4 









7 5 






♦ 


A K9 5 


3 





POSTER ON AUCTION 173 

Z bid a spade, A two hearts, Y and B passing. At 
every table but one, Z rebid his hand, two spades. A and 
Y passed, B went to three hearts, and Z to three spades, 
which held. B knew his partner had nothing but the 
heart suit, but they should be able to save the game at 
spades, which they did, but Y and Z scored 45 points 
plus on the hand. 

At one table, instead of rebidding the spades, Z bid 
his supporting suit, three clubs. This immediately opened 
A's eyes to the situation, and when B assisted the hearts 
and Z went to three spades. A bid four hearts. He sees 
that B must be assisting on at least two tricks in diamonds, 
and if that suit makes, all that A can lose is two clubs 
and a spade. If he is set one more trick, it may save the 
game. On the play, A made five odd, as Y led two rounds 
of spades and B got a club discard on the fifth diamond. 
Nothing could have stopped A from making four odd. 
This shows a net loss of 242 points through Z's mention- 
ing his supporting suit. 

It is hardly necessary to point out that this applies 
only to hands that start with a suit bid. As explained 
in the chapter on No-trump Bids, it is often necessary to 
show a suit, instead of bidding more tricks at no-trumps. 
When a player starts with a bid of one in a major suit, 
hearts or spades, and afterwards bids more, it does not 
matter whether his partner has assisted him in the 
meantime or not. The rebid shows the outside tricks. 
One of the striking features of modem bidding is the cer- 
tainty with which these outside tricks may sometimes 
be named by the partner, although the suit has not been 
even mentioned. A good player, with confidence in 
his partner's bidding, can often take advantage of situ- 
ations that would be absolutely beyond the average player. 
Take this hand as an example: 
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No. 48 





^ 


K J3 








♦ 


Q87 









K97 6 






10 


E95 






7 


Y 


^ 


97 


♦ 


AE J942 


A b" 
Z 


♦ 


63 





8 





AQ 


♦ 


10 8 7 6 2 


<i> 


3 




AQ862 






♦ 


10 9 









32 






♦ 


AQ J4 







54 



J 10 5 4 



Z bid one heart. The high spades are more than enough 
to fill up the hole in the heart suit. A bid two dubs, and 
when Y assisted the hearts B shifted to three diamonds. 
Z advanced his bid to three hearts and A passed. At 
every table but one Y let the three heart bid stand, 
and Z made his contract, but he could not reach game, as 
A led a diamond, ruffed the return and made two dubs. 

At one table Y shifted to three no-trumps and won 
the game. Here is his reasoning: From his own cards, 
Y knows that Z cannot have better than aoe-queen-tea 
of hearts. Anything in clubs or diamonds seems impos- 
sible, yet Z rebids his hand, showing that he has more 
than the filler for his heart suit. Then he must have aee- 
queen-jack, or ace-queen-ten of spades. He mi^t as 
well lay the cards on the table. He cannot have five 
spades, or he would have bid that suit first. 

Counting his partner's hand in this way, Y sees that 
he can stop either diamonds or dubs, and should make five 
hearts and three or f oiu: spades the moment he gets in. 
B led the club and A came through with the diamond, T 
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idajring the nine. B put A in with another dub, but A 
eoidd not lead the diamond again , so that Y made four odd. 

There are two situations that require attention: those 
in which the player rebids his hand without waiting for his 
partner, or after his partner has refused to assist him, and 
those in which he rebids after his partner has assisted him. 
The reasons for the partner's assists interlock with the 
reasons for the rebid, but they must be studied separately. 
The rule is this: 

If the original bid is made upon a hand that contains 
only one sure quick trick outside the suit named, the suit 
itsdf being good for the bid, the hand is worth one rebid, 
but no.more, even if the partner has refused to assist, or 
has yet to speak. This assumes that the partner's hand 
is stDl average, there being no reason to think other- 
wise, and the original bidder has an extra trick, which is 
good for two tricks in attack. To rebid a second time, 
there should be at least two sure tricks in the supporting 
hand, good for four tricks in attack. Here are two 
iDustrations: 

No.49 





^ 


K9 4\ 








<?> 


98 73 









EQ7 






10 8 7 


864 






^ 


Y 


^ 


6 31 


♦ 


A J 10 2 


A B 


* 


KQ 





985 





J 10 6 4 


♦ 


Q J3 


Z 


♦ 


A K 10 7 2 




A Q J6 


2 






♦ 


654 









A32 






♦ 


96 
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Z bid a heart, A and Y passed, and B bid a spade. 8 
said two hearts, without waiting for his partner, as he 
has a clear trick outside a legitimate heart bid. A asmtpd 
the spades. As Z is strong enough to rebid his hand, 
Y assists once, and B goes to three spades, holding an 
outside king-queen suit. Now Z and Y are done. Tbej 
would have saved money if left to play the hand at three 
hearts and set one. Count up the A and B hands and they 
are good for nine tricks, in attack, and that is just what 
they made, both sides being bid correctly, A in the assist 
and B in the rebid. 

Just for the sake of illustration, let us change this 
hand a little, so as to give Z two outside tricks, leaving 
his partner's hand as it is: 

No. 60 





s? 


K94 








♦ 


987S 









KQ? 






10 8 7 


864 






7 


Y 


S? 


53 


♦ 


106 4 2 


A B 


4> 


QJ 





A J 10 





9854 


♦ 


Q J3 


Z 


♦ 


A E 10 7 2 




AQ J6 


2 






4> 


A K8 









632 






♦ 


9 5 







If Z bids a heart, A and Y will pass, and B will Ud a 
spade. Z bids two hearts and A assists the qndes, | 
Y going to three hearts, as before. Now B has no rigjit 
to rebid his hand, because there is nothing in it but the 
spade bid. If he went to' three spades, he would be 
doubled and set for 200, because Z knows to a certainty 
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that Y is assisting on diamond tricks. If left to play 
it, Z makes three hearts, but neither side can win the game. 

We therefore arrive at this rule for all rebid hands: 
Granted that the original bid should have four tricks for 
attack or two for defence, there should be two more for 
attack to rebid the hand without the partner's assistance. 
To rebid the hand a second time, without the partner's 
assistance, or in the face of his refusal to assist, there should 
be four more tricks for attack, counting the cards at their 
promoting value. This is to make up for the weakness 
of a partner that cannot assist, even after one rebid. 

But if the partner has assisted once, before the hand 
IS to be rebid, the dealer does not require so much out- 
side strength, because he is informed that he will find 
more than average assistance in his partner's hand. 
Even an outside king may be enough to justify a rebidg 
after an assist. Here is an example: 



No. 61 





^ 


10 3 








♦ 


98 54 









A J93 






EQ J 64 


K73 






s? 


Y 


V 


A982 


♦ 


Q J 10 


A B 


♦ 


A 62 





Q8 





10 7 64 


♦ 


962 


Z 


♦ 


J4 




7 5 




• 




♦ 


K 73 









K 52 






♦ 


A Q 10 


8 5 





• Z bid a spade, and A two hearts. Y assisted the spades, 
bidding two, and B went to three hearts. Z's spade suit 
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bas a hole in it, which one of his kings is enoo^ to SUL 
Ihe other king, although worth only one trick in attadc, 
18 quite enough to justify a rebid after he has been afwiiftpdi 
80 Z bids three spades. 

This is the limit of safe bidding. A has no rd>id, and 
B cannot assist again without the risk of being set. He 
knows that A's first bid is forced, and therefore not to be 
credited with the full strength of an original or free bid. 

Rebidding after an assist is always a continuation of 
the attack, and therefore based on attacking values. If 
two outside or extra tricks, such as an ace, or a kin^ 
queen suit, or two kings, are enough to justify a rebkl 
without waiting for the partner's assistance, or in spite of 
its absence, then half that strength will be sufficient^ if 
the partner shows that he holds the other half, or better. 

Rebidding no-trumpers depends upon the same prin- 
ciples with regard to the number of tricks in the band 
in excess of those required to justify the origLoal no* 
trumper. As a normal no-trumper is worth about four 
or five tricks, it may be rebid with six or seven, even 
without the partner's assistance, provided it is woith 
while to rebid it at all. 

Before any question of rebidding a no*trumper can 
arise, there must have been a bid from one or other <tf the 
opponents overcalling it. This is quite a different matter 
from the partner's take-outs. The object of the opposing 
bid and the prospect of going game at no-trumpe in spite 
of it, as compiu^ with the possibility of substantial 
penalties, may complicate the situation. The usual 
outcome of being overcalled is a shift, instead of a rehid, 
and the mere fact of being driven into the shift is some- 
times very fortunate for the no-trumper. Take tins 
case, which is one of tfaa most instructive that ever came 
under my notice: 
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>.fi3 


<;? 762 
<S> J 10 6 
7 62 






♦ 


Q J lOfi 


\ 




^ A E Q J 10 3 1 


Y 


s? 


8 54 


<S> 96 




A B 


* 


2 


A83 







10 9 54 


<i> 84 




z 


♦ 


9 7 632 




^ 


9 








<S> AEQ8743 




KQJ 






♦ 


A E 
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2*8 hand is a laydown for game in clufae, but he in- 
eautioiidy bid no-trumps. When the player on his left 
flaid nothing, but led the hearts, the no-trumper was set 
for 50 points, aces easy. When A thoughtlessly, or pur- 
posely, bid two hearts, Z took another look at his hand 
sod went to five dubs. All he can possibly lose is one 
heart and one diamond, unless diamonds or spades are 
trumped immediately. 

A's excuse was that he had five honors in one hand, 
worih 80 points. As the result proved, what he actually 
hdd was five losing hearts, and no honors at aU. 

Almost all questions of rebidding no-trumpers are 
refeired to the partner, unless the no-trumper has a very 
good secondary bid. It is then for the partner to show 
whether he can stop the adverse suit or not, and if not, 
whether he has an3rthing of his own. This is part of the 
hand, which we are about to discuss in the next 



An important point about rebidding hands, which 
win be illustrated in the next chapter, is this. If the 
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first bid is forced, that is, more than would have heea hid 
if it had been free, due allowance must be made for till 
when it comes to advancing the bid. 

For example: Dealer bids a heart and second hand 
holds a good spade bid. He is not forced to bid any moic 
spades than if he had made a free bid. But reverae tfas 
situation. Dealer bids the spade and the second huid has 
a good heart bid. In this case he must bid two, to ova^ 
call the spades. This is a forced bid, and even if ho 
would be willing to bid two hearts later had he started 
with one, he must not forget that he has aheady oveitid 
his hand at the start. 

Keeping in view the rule that no matter how strong ihs 
hand, it should not be overbid unless it is conventional^ 
strong enough to start with two or three, or unless it is a 
shut-out, the player is nevertheless prepared to go co 
rebidding as long as he finds any opposition. It wiB 
sometimes happen that two players will rebid thdr 
respective himds in this manner without a word from tbdr 
partners. Take this case : 

No. 63 





'7 


J 6 3 3 








($> A J 53 






K 2 






♦ 


9 8 7 






^ 


108 54 


Y 


7 




♦ 


10 9 7 


A B 
Z 


♦ 


K Q842 





Q9 5 





8 7 6 


<t> 


10 3 2 


♦ 


AEQJ4 




^ 


A KQ 


97 






<?> 6 






A J 10 4 8 






♦ 


6 5 
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Befening to our table of bidding values, we shall 
find that Z's hearts and B's spades are each worth 5. 
Although Z also holds 3 values in diamonds, and has a hand 
worth 8 tricks, he has no justification for bidding more 
than one heart at the start. You cannot shut out a spade 
bid with less than fom* or five hearts, if the opponents are 
strong enough in that suit to bid it. A passed this and 
all the following bids, as his hand was so much below 
average. Y passed because it was never necessary for 
him to assist until the last round. 

B bid one spade. He has 2 tricks in clubs, good for 
two rebids with his spade strength, but he went to fom*, 
and when Z stopped, Y went to five hearts. To save 
game, B bid five spades and was doubled and set for 300t 
less 81 honors. 



ASSISTING SUIT BIDS 

If you win watch the bidding that leads up to the 
majority of the contracts that fail| you will piobal^y 
discover that the most frequent losses are due to one of 
two things: an unfortunate tendency to turn every hand 
into a no-trumper, or ignorance of the science of the 
assisting bid. With ninety-nine players out of a hundredy 
the assist is largely a mixture of guess-work and hope. 

Although the assist is the most critical part of the 
bidding in many hands, most of the text-books dismisB 
it with a few paragraphs. Those that enlaige upon it 
at all do not go beyond the first roimd of the bicta, and 
confine the attention to cases in which the overcall 
comes at once from the second hand. Some wtitefs 
recommend assisting with two tricks; others require 
three, and none of them tell us what constitutes a trick 
in the assisting hand, as distinguished from tricks in 
the original bid. 

The science of the assisting bid rests upon two geneial 
principles, which have already been explained in previous 
chapters. These are: The value of hi^ cards in attack^ 
and the trick-taking power of trumps that are not in the 
declarer's hand. These fundamentals may be briefly 
stated afresh. 

Combinations that are good for four tricks in attack 
are good for only half that number in defence. For 
example: Five hearts to the ace-king will win four tricks 
on the average if hearts are trumps. If the opponents 
get the contract, these five hearts are not worth more than 
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two tricks, on the average; because they are now defen- 
sive; not attacking. If these five cards are part of a 
no-tmmper, the same values hold true. 

Assisting bids are always for attack, and never for 
defence. Therefore all the tricks in the partner's hand 
should be counted at their attacking values. This refers 
equally to trumps and no-trumpers. 

In the trump declarations, we have already seen that 
a short suit adds nothing to the value of the declarer's 
hand. If he has the six highest trumps they are good for 
six tricks, whether there are any singletons in his hand 
or not, and no way of playing them will make them win 
seven tricks. If he counts the trumps and then counts 
the suit he can ruff, he is simply counting the same trumps 
twice over. 

But in the partner's hand a short or missing suit may 
add very materially to the trick-taking powers of the 
dummy-to-be. We have already seen that the ability to 
ruff the first round of a suit is equal to an ace, and a ruff 
on the second round should be equal to a king. Counting 
a ruff on the third roimd is a little too remote for practi- 
cal purposes. 

We come now to the application of these principles by 
the partner, when he is called upon to make an assisting 
bid. There are a nimiber of compUcations of the situ- 
ation, and in order to be a first-class player one should 
understand the rule to be applied to each, the principle 
being conmion to all. For convenience we shall continue 
to call the bidder the dealer and the assisting hand the 
partner, although the same remarks would apply if the 
second hand made the first bid, and the fourth hand 
were the partner. 

The partner may be called upon to assist, shift, pass, 
or double, under any of the following conditions: 
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1. When the second hand overcalls the dealor. 

2. When second hand passes, fourth hand cfv&aBi^ 
and the dealer passes; refusing to rebid his hand, or 
double, or shift. 

3. When second hand passes, fourth hand overcalbi 
and the dealer rebids, the second hand passing. 

4. When second hand passes, fourth hand overcalbi 
the dealer rebids and the second hand assists the fonrtii 
hand. 

6. When the second hand passes, fourth hand oiv&eaSk, 
and the dealer shifts, or doubles. 

It is only in the first case that the partner is requiied 
to assist on general principles, if able to do so at alL 
In the second case, tiie partner must recognise that he 
will be assisting a hand that is good for nothing but the 
original bid. The third and fourth cases require a knowl- 
edge of the principles that govern rebid hands, wfaidi 
have been explained in the preceding chapter. Lrt ib 
take the simplest case first, when second hand o'vercaJk, 

The dealer having started with a bid of one trick, may 
have either of two objects in view. If it is a minor suit, 
he hopes to encourage his partner to a better dedaiation. 
If it is in a major suit, he would like to secure his partner's 
assistance. As a majornsuit bid must either be denied or 
assisted, we shall confine our attention to the assist for 
majornsuit bids for the present. 

The dealer's hand should be good for four tricka^ 
if he is going to play the hand, and he expects his partner 
to hold his share of the remaining nine, which is three. 
The partner should also hold his share of the outstanding 
trumps, which would be three; or two, one as good as the 
queen. 

The first thing for the partner to remember is that 
an this is included in the dealer's bid, as he does not bid 
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the four tricks in his own hand alone^ but has to bid 
seven. Consequently, the partner should never assist, 
or increase the bid, unless he holds more than the average 
that he is normally expected to hold; more than what is 
already included in the dealer's declaration. If he does, 
he is bidding his cards twice over. 

The first thing, th^^fore, for the player to learn, 
is to count up the attacking value of his hand in tricks 
when the second hand overcalls the dealer. If he cannot 
find anything beyond average, or less, he must refuse to 
assist. We have aheady threshed out the subject of 
denying suits, so that part of it need not enter into this 
discussion. The normal trump holding is assumed. 

Sut if the partner holds an extra trick, he should 
assist the dealer once. He may be called upon to assist 
again, when more tricks will be necessary, but there is no 
necessity to bid more than just enough to show assistance 
the first time. If the reader has assimilated the prin- 
ciples set forth in the chapter on trump values, it should 
be an easy matter to appraise all such hands as the 
foOowing: 

No. 1 No. 2 

<^Q64 <^6542 

<S>AJ75 <S>97 

<?> 4 7 4.2 

4>86542 4>KQ10 6 

In each case let us suppose the dealer has started 
with one heart, overcalled by second hand with two dia- 
monds. Remembering that all assisting bids are attack- 
ing bids, and assuming that the dealer's suit will eventu- 
ally prove to be the trump, we find that No. 1 is good for 
1) tricks in hearts; 2 in clubs, and a king value for the 
xufF in diamonds. The total is 4}, or one more than the 
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3i nonnally expected, so it is good for one assist, but no 
more. 

In No. 2, the spade suit alone is good for 3 tricks^ 
and the four trumps for 1| more, although there is do 
ruff until the third round, which is too remote to be 
depended on. Here again the total is 4}, and good for 
one assist, but no more. 

It may perhaps be necessary in this connection to 
warn the re^ider again that trumps are always counted at 
trump values, therefore three to the ace is worth no 
more than three to the queen. Aces of plain suits are 
worth two tricks in play, but not the aces of trumps. 

With one original bid and one assist, if neither can 
go further, it will usually be foimd that the hand has bem 
bid to the limit. There are occasional hands, of courBe, 
in which some fortunate distribution will win more, 
or some unlucky distribution will win less; but we must 
bid on averages. Take this hand. It is just a fair every- 
day distribution, and as such furnishes us with a good 
example of the sound original bidding and assisting that 
marks the limit of safety: 

No. 54 





s? 


9 76 




♦ 


A J 10 







E8 73 




52 


J96 


9 


Y 


♦ 


952 


A B 





64 2 


♦ 


AE872 


Z 




A J 10 4 




<?> 


K73 







Q 10 




♦ 


10 5 3 



<?> 



3 



EQ8 
Q864 
A J98 
Q4 



POSTER ON AUCTION 187 

Z started with a heart. His king of clubs is just enough 
to fill the hole in the heart suit, and his hand can be counted 
as worth about four tricks; three in hearts, one in clubs. 
A bids a spade, holding a typical suit of five, headed by 
two sure tricks. It is now Y's turn to assist, shift, 
double, or pass. 

His club combination is worth 3 tricks in attack 
and he has 1 in diamonds. His three small trumps are 
worth only half a trick and he cannot ruff anything. 
Still, he has 4} values, enough for one assist, but no 
more, so he bids two hearts. 

B's hand is also above average. He has 2 in each of 
the red suits, and half a trick in trumps. His queen. and 
one small is worth no more in spades than Y's three small 
ones in hearts. He cannot ruff anything, but he has one 
assist, and bids two spades. 

Z cannot rebid his hand, even after the assist, because 

he has nothing in it but the original bid. Neither can 

Y assist again, as he has only one trick above average. 

If our system of estimating the value of hands is correct, 

should either side go further, the contract would fail. 

Analysis will show that this is the case. Y and Z can make 

two odd at hearts, but no more. A and B can make two by 

cards at spades, but no more. The moment either side bids 

three, it ^ould know that it cannot be made, unless there 

is something unusual about the distribution or the play. 

When the partner assists a dealer who has refused to 

rebid his hand he is in no worse position than if he 

assisted before he knew whether the dealer could afford 

to rebid or not, therefore he does not require any greater 

strength for an assist in one case than in the other. But 

when the dealer rebids his hand, either without waiting for 

his partner, or after his partner has refused to assist him, 

the partner's assist may be made with less than 4} tricks. 
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As we have seen, the dealer who rebids his hand has 
enough to make due allowance for the fact that his pait- 
ner has only average, therefore he must hold enou^ to 
justify his own bid, and to provide the extra trick that 
was hoped for, but not forthcoming, in the partner's 
hand. 

The dealer having shown that he holds tricks enougjh 
for both bids; an assist that was not given, and his own 
advance, it should be obvious that the partner can now 
assist with less strength than would have been necessaiy 
for a first assist. A dealer will not rebid his hand without 
two tricks outside his bid; but if his partner has asdsted 
him, he will rebid with one outside. 

As an example of this, take the following hand, in 
which the dealer rebids, and which also illustrates the point 
that if a player has been forced to bid a trick more at 
the start than he would have done with a free bid, he 
must make allowance for this over valuation if hs is 
called on to rebid the hand. This point was touched 
upon lightly in the chapter on rebidding: 
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Z bids spade. A and Y pass, and B overcalls with two 
hearts. Z rebids his hand, two spades, and A assists the 
hearts, going to three. Before we consider Y's bid, let 
us ooiint up the other hands. 

Z's hand is good for 6 tricks; 4 in spades and 2 in 
chibMS, enough to justify a rebid without waiting to hear 
from his partner. B's hand is also worth 6 tricks; 4 in 
tramps and 2 in clubs, if hearts are to be trumps. Had 
he been able to maJke a free bid at the start, he would 
have said one heart only, but, like Z, would have been 
strong enough to rebid his hand on the second round. 
But his two-heart bid is a forced bid. His suit is not a 
free bid for more than one at the start. The spade bid 
forces him to go to two. 

When Z rebids the spades, A counts up his hand and 
finds it is good for 1) in trumps and 3 in diamonds. 
This is enough for one assist on general principles. He 
knows nothing about what his partner has in hearts and 
outside tricks, but he is bound to assist him as long as he 
has an assisting hand. He bids three hearts. 

Now we come to Y. His hand is just average, 1} in 
trumps and 2 in diamonds. Had his partner passed the 
two-heart bid, Y would have passed, as he has not enough 
to justify an assist. But when Z rebids his hand it 
shows that Z has not only the trick for his own advance 
but for the trick that Y might or might not have. This 
18 about the same thing as if Z had loaned Y that extra 
trick, and if Y had it in his hand he would have assisted. 
Tlierefore, with only average, 3} tricks, Y goes to three 
spades. With less than average, of course, he would 
have passed. 

It is now up to B to go to four hearts or pass. Were 
it not that he had overbid his hand a trick at the start, 
he would now advance the heart bid, after A's assist- 
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ance. But aa he had to start the bidding with an extra 
trick, it is about the same thing as if he had borrowed 
that trick for the time being, and had bid it on the first 
roimd instead of the second. If he goes to four, he is 
overbidding the hand. 

Analyze this hand in the play and it will be found 
that each side has correctly estimated and reached the 
limit of safely. Y and Z can make their three qndes, 
but no more, showing that Y's assist with only average 
was sound. They must lose two hearts, a dub and a 
diamond. A and B could make three hearts, but no 
more, as they must lose two spades, a club and a Hmmmii, 
In the actual game, at one table, both overbid their hands, 

Y going to four spades after Z refused to overcall B's 
four hearts. The loss was the difference between SO in 
penalties and four honors; not much either way, but 
the second assist by Y cost 32 points. 

It has already been pointed out in the chapter on deiqr- 
ing the partner's suit, that if the second-hand overcaOs 
the dealer's suit bid with a no-trumper, there is no need 
for the partner to deny the suit. Passing or shifting 
would do that, although it is better to sit tight and lead. 

But if the partner has a legitimate assist for the dealer's 
bid, that is, a hand good for 4} tricks at attacking value, 
he must not let any intervening no-trump bid scare him 
off. If the dealer has a legitimate bid and the partus 
a legitimate assist, they may as well bid it, and at least 
push the no-trumper up a bit. 

In the following hand, Z bid a heart, A no-trumps, and 

Y two hearts. B felt called on to bid three diamonds, as 
a warning against the no-trumper, although there seems 
to be no need for it after Y's bid. But when Z went od 
to three hearts A went three no-trumps, was doubled and 
set for 330, as Y held off the diamonds until the third 
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itmnd. Z could have made two heartSi but B could not 
make three diamonds. 
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Just as a player may rebid his hand twice, so the partner 
may assist twice, if he has the strength necessary to do so. 
It is useless to stop bidding while one has the cards to 
justify going on. Take this case: 
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Z bid a heart and A a spade. Y has 1) tricks in tnimpBp 
if hearts are to be trumps, to which he adds a 1 for ihe 
extra honor, 2 in clubs and 2 in diamonds. Then he 
can add one for the king value in spades, ruffing the seo- 
ond round. That is 7| tricks for attack, so he bids two 
hearts. B has the same values in spades that Y has id 
hearts, 2 in clubs and 1 in diamonds, total 5, so he assists 
the spades. Z and A both pass. 

Y is now in the position of a partner when the dealer 
refuses to rebid his hand after one assist, showing that 
there is nothing in the dealer's hand but the bid. To 
assist a second time, the partner must have enou^ to 
make up for what the dealer lacks, just as a dealer who 
rebids must have enough to make up for what his partner 
lacks, when no assist is forthcoming. This Y has, so he 
goes to three hearts. B may as weU stretch things a tat, 
and add a i for the possibility of rufiSng the third round of 
hearts, although these queen values are a trifle remote. 
He bids three spades. 

Both Z and A pass, as neither can go any further, even 
after a second assist from their respective partners. Tbey 
bid all there was in their hands at the start. But Y still 
has those 7) values, and goes on to four hearts. 

This hand was played at both declarations. A could 
not make more than three spades, but that seems to indi- 
cate that B's two assists were justified. At most tables 
Y and Z made their four odd at hearts, which goes to 
show that Y was right in assisting three times. 

We have already seen, in this chapter on denying suita^ 
that if the partner has less than three trumps, or two as 
good as the queen, he should deny the suit if the dealer 
bids one only. But if a bid intervenes, he can deny assist- 
ance in the dealer's suit by passing, or by shifting to a 
suit of his own. It is when the bidding continues beyoD4 
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this point that we come to the question of assisting with 
less than average in trumps. 

The rule in all such cases is to deduct a trick for less 
than average trump assistance, or two tricks if there is 
only one smaU trump, and then to compute the rest of 
the hand as usual. Here is an example of this method : 

No. 58 





^ 


Q 8 4 








♦ 


Q 7 62 









5 






A K J 10 7 


K Q 10 5 2 




^ 


Y 


7 


53 


♦ 


5 


A B 


♦ 


J 10 4 3 





J 9 6 2 





A K Q 74 


♦ 


984 


Z 


♦ 


A6 




9 6 2 








* 


A K98 









10 8 3 






♦ 


J 73 







Z bid a dub, A a heart and Y a spade. B has 5 tricks 
in diamonds, 2 in spades, but he must deduct 1 for the 
shortness in hearts, which he is asked to support for the 
trump. This leaves him 6. Although this is above 
average he cannot assist the hearts, as that would give 
his partner a false impression of their distribution. His 
first duty is to deny the hearts, but at the same time to 
show that he is still in the running, so he bids two dia- 
monds. 

Z bids two spades, showing that he can support that 
suit. He has already shown where his outside strength 
lies. A drops the hearts and supports the diamonds, 
bidding three. At hearts, A can count his hand as good 
for only four tricks. As a support for a diamond bid, it is 
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worth 6|. Y can now drop the spades and sapport the 
clubs, or pass. He <»nnot rebid the spades, even after 
the assist. His hand is worth a great deal more as an 
assist to dubs than an3rthing else, as he will not be the 
declarer when he has to ruff the diamonds. 

At one table th^ carried the bid to four club6» which b 
bad bidding, as Y's cards do not justify two assists; bat 
Z was not left to play it, as B went to four hearts. The 
point in the hand is that no matter what Y did after Z's 
assist, B went back to the hearts after having denied them 
by his diamond bid, bidding whatever was necessary to 
overcall. At one table B doubled the two-spade bid, so 
as to remove his diamond bid from the defensive to the 
attacking class. This piece of tactics is a little too deep 
for the average partner to imderstand, but in this case A 
understood it to show a sure spade trick, as well as the 
diamonds, so he went to four hearts. 

At either spades or clubs, Y and Z would lose three 
hearts, a diamond and a spade. At hearts, A loses one 
heart, one club and one spade, but goes game. In this 
case A goes on with his suit in the f uU knowledge that his 
partner has not average strength or length, so that he 
will not find more than two small trumps in his dummy, 
perhaps only one. 

The rule for rebidding the hand without the partner's 
assistance requires two more tricks than those ebown if 
the original bid. The rule for the assist, either when the 
dealer refuses to rebid, or has yet to speak, is to advance 
the bid one trick for every trick in the hand more than 
average. As the average is 3) for suit bids, we get this 
table: 

With 4), assist once only. 

With 5}, assist twice. 

With 6|, assist three times. 
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The minor suits are assisted on the same inindples 
as the major suits, but such assistance carries with it the 
information that the partner is unable to avail himself of 
the assistance offered by the minor suit for a better declara- 
tion. In the last illustration, we see that Y used the 
clubs to support his spade suit, as he had no Intimate 
sp&de bid in his own cards, but the opposing hands 
were too strong for him. Y could have made two 
by cards at spades, with the assistance of his partner's 
dabs. 

This QTgtem of denying a suit and then supporting it 
leads to some of the most interesting bidding situations 
in the game. The player whose suit is denied must 
always be ready for the partner's possible return to it 
later. 

There is one part of the assisting bids in which I find 
more general tendency to error than in any other, and 
that is assisting on trumps alone, apart from the use to 
which they can be put. In the chapter on trump values 
we have seen that six or seven trumps in the partner's 
hand are worth no more than four, as trumps. If there 
are singletons, or missing suits which can be trumped, 
that is another matter. But in such cases you are count- 
ing a ruff on the first round as equal to an ace; on the 
second round as equal to a king. You would count these 
values if you had only three trumps. The fact that you 
have six or seven does not increase them a particle. 

So little ia this fact recognized that one may see players 
who are very much above the average in other respects 
singularly remiss in this. In the best card clubs you will 
find players with great reputations who have absolutely 
no idea of how to value a hand that contains an unusual 
nmnber of small trumps. One illustration may suffice^ 
T is considered a very fine player: 
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Z bid a diamond, which A and Y passed. B bid one 
heart. There are 2 values in hearts, 1 in clubs and 2 in 
spades; not enough to rebid unless the partner can assist 
Z and A passed, and Y went two diamonds. This aas^ 
is perfectly sound. Y holds \\ values in diamonds if they 
are to be trumps, 2 in clubs, and a king value in hearts, 
worth 1. This is a total of 4}, just enough for one assist, 
but no more. The fifth tnunp has no value. 

B bid two hearts. This is a trick more than his cards 
justify. He should have waited to see if A could assirt. 
A would have to deduct 1, for his shortness in trumps, firooi 
his spade values, leaving him with too small a total for 
even one assist. His net total is one trick. When Z and 
A passed the two hearts, Y went three diamonds, B three 
hearts and Y four diamonds. This looks as if Y had over- 
bid his hand two tricks, as he assists three times with 
values enough for one assist only. 

The result proved this to be true, as Z was set Igi two 
tricks. He could have made two diamonds had Y stopped 
after one assist. B would have been set two tricks if left 
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to play the hand at two hearts, as the combined hands are 
good for just what we have estimated them, six tricks. 

At diamonds, A led a heart, and Z led three roimds of 
trumps. Y led a spade, and B put on the ace and led the 
seven, to avoid the clubs and hearts. A won the spade 
and led a club through dmnmy's ace-queen, and the jack 
won. Now B must lead the king of hearts, which Y 
trumps, and establishes the fourth spade, but he must lose 
a dub at the end. 

At every table at which B was left to play the hand at 
hearts, in some cases after a very speculative no-trump bid 
from Z to start things, he was set. At one table it went 
this way, which is probably typical. 

Z led three rounds of diamonds, to force the strong 
hand. B led ace and small spade, to get A in for a trump 
lead through, and lost the queen to the ace. Z put dunmiy 
in with a spade, to get another trump lead up to his jack. 
When Y renounced to the trumps, B saw that Z had the 
major tenace jack-eight, over his nine-seven, but he had 
to lead the trump to save the club. Z won two rounds of 
trumps and led the fourth spade, so that B lost his two 
dubs after all, winning only six tricks. 

We have seen that when the declarer bids a suit, with 
the view of having it for the trump, he expects his partner 
to have his share of the outstanding cards, which is an 
average of three. We allow the partner to coimt a i for 
three small trumps, or two trumps, if one is an honor as 
good as the queen. This is based on the probability that 
about half the time one of three small trumps can be used 
for ruffing before trumps are drawn. 

If it is obviously impossible for the partner's trumps 
to be put to any such use, as when he has three cards of 
each of the other suits, he must revise this estimate, and 
deduct this i from his trump values, whatever they are. 
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In such cases the only practical value of three smaB 
trumps is to make it more probable that the adversaiiea? 
trumps can be exhausted in three leads. 

In Hand No. 54, for instance, if we count up Vs we 
must allow nothing for his trumps, as he cannot ruff aiqp- 
thing, so that all he has is 3 in dubs and 1 in diamcMidi. 
Combine these 4 values with Z's 4, and we get 8 trido^ 
which is just what they make with hearts for trumps. 

In Hand No. 55, a careful estimate would reduce the 
nonnal value of the assisting spades, 1} for king and two 
small, to 1 only, as there is no suit that Y can ruff. Tbk 
puts his hand down to 3, which is below average by a i, 
but after a rebid it is close enough for one asaiflt. In 
Hand No. 56 we make the same reduction on Y^s hearta^ 
for a close estimate, and coimt the four small ones u 
worth only 1; not 1}, because there is no ruff. That 
is no reduction in No. 57, as the ruffs are not only pos- 
sible but highly probable. 



ASSISTING NO-TRUMPERS 

The mere fact that the partner is called upon to decide 
whether or not to assist a no-triunper, shows that it haa 
been overcalled. There are three varieties of the situa- 
tion^ and any of them may be started by either opponent. 
He may double, bid a suit, or go two no-trumps. It is 
with the first only that we have to deal in this chapter. 
The others belong to the chapters on doubling and second- 
hand bids. 

If it is the second player that bids a suit, the rule for the 
dealer's partner is very simple. If he can stop that 
suit twice, even if it is to be led through him, and holds 
anything outside to justify an assist, even a king, he should 
double. Never, under any circumstances, should a player 
in this position go two no-trumps unless he has enough 
in his own hand to go game, after making due allowance 
for the fact that original no-trumpers are not always what 
they are cracked up to be. 

The double shows the stoppers in the adveise suit and 
^ves the dealer the choice of letting it stand and getting 
penalties, or of going back to no-trumps, which he can 
always do without increasing the contract. The dealer 
alone knows wbsA he had when he bid no-trumps originally. 
He alone knows whether it is better to go on with it or 
drop it. If he has bid no-trumps on two suits, he will be in 
a bad way if his partner goes two no-trumps on nothing but 
stoppers in the third, as the fo\u*th suit will surely be led. 

Shrewd players frequently take advantage of those who 
are too ready to assist no-trumpers by laying a trap for 
them called the shift. This consists in bidding a suit that 
theyknowwill be stopped in the third hand, or the dealer's, 
^ch will induce them to go on with the no-trumper, 
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thinking that suit mil be led. When the leader lioUii 
suit that is good for six tricks, but not for seven, if k 
can get the contract up to two tricks he can defeat iL 
Here is an example of it: 

No. 60 





^ 


A 10 9 5 








♦ 


J94 











93 








K76 


A964 


^ 




^ 


Y 


84 


♦ 


10 3 


A B 
Z 


* 


Q762 





AKQ742 





10 6 5 


<*> 


10 5 


♦ 


J732 


• 


Q J32 






♦ 


AK85 











J8 








♦ 


KQ8 







Z bid no-trump. A can probably save the game if b 
says nothing and leads out the diamonds; but if he cii 
get the bid advanced to two no-trumps, he may set tb 
contract, so he bids two hearts. To bid the diamooib 
would simply warn the dealer that his no-tnunper ml 
imsafe. Y assisted the no-trumper bidding two, an' 
A set the contract. 

Had Y doubled, and B left him in, A would have beetj 
obliged to pull himself out with three diamonds, or be sA 
for 500. When he goes to diamonds, Z goes to tiuei 
hearts, and makes four, as A's scheme is then exposed. I 
the diamond contract is left in, it Will be set for 200. 

When the partner cannot stop the opponents' suit twioi^ 
he must either pass or bid some suit of his own. Undif 
no circumstances should he risk increasing the D0-tnid| 
contract, although many players are rash enough to ik 
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80 with only one stopper in the suit that overcalls the 
dealer. The reason they do not suffer for it is that their 
opponents are not good enough players to take advantage 
of their weakness. 

Many players are in the habit of overcalling no-trumpers 
with a major suit, but will not do it with a minor suit. 
The argument is that such weak no-trumpers are bid 
these days that game may be made against them with a 
suit bid. The answer to this is that the weaker the no- 
trumper, the worse it can be beaten. If the second player 
can see ahnost game in his own cards, or game with one 
trick from his partner, the bid may be excused, even as a 
pusher, but the average player does not wait for any such 
strength as this. As a rule, even if the suit can go game 
against the no-trumper, it is at a loss, as the penalties 
would have been worth more than the game is worth. 
Here is a case in point: 

No. 61 
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92 





Z bid no-trump, A two hearts. His hand is good for 
just sue tricks, three in each of the major suits. Then 
his partner must have four tricks, or more than average, 
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for A to win the game at hearts. The point is thk 
If A can go game at hearts, Z cannot go game at no- 
trumps. If Z can make his contract at no-trump8» A 
cannot win the game at hearts. At every table at which 
A sat tight and said nothing, if Y did not bid the dubs 
the no-trumper was set for three tricks, as four hearts^ 
four spades and the ace of clubs made against it, and 
nothing could stop them, A opening with a small beait 
B got in with the club, came back with the hearts, and 
then caught dummy's spade queen when A led the jadc 
and ten through it. 

When A bid the hearts and Y the clubs, B went to 
three hearts, and Z doubled. They set the contract for 
100, as Y opened his short suit, to get a ruff. Y's hand 
not beiog exposed, A lost the advantage of seeing the 
queen, and put on the spade king to get a trun^) lead 
from B's hand for a second finesse, after the ace of dubs 
was gone. Y could have made three odd in clubs. 

Here is a rather curious hand, in which either side caa 
win the game; the original no-trumper; or the oppoDest 
who overcalls it with two spades: or the diamond takeK)i& 
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Z bid no-trumps and A two spadei. Y bid three 
diamonds, B assisted the spades, and Z went to three no- 
trumps. A took a chance on four spades, to score the 
honors, and went game. This he accomplished by leading 
a club and ruffing that suit twice, winding up with the 
heart finesse. Three no-trumps would l^e the limit for 
Z, but Y could have made five diamonds. 

Unless the partner has enough to go game himself with 
9 very average no-trumper opposite him^ the best rule 
is to bid a suit if the dealer's no-trumper is overcalled, 
or else to pass up the bid. This will warn the dealer that 
there is nothing in his prospective dummy worth showing. 

There are many hands in which the partner is not 
afraid of the declared suit, and passes it up without 
doubling. There are other cases in which it is the fourth 
hand that bids the suit, which is in the nature of asking 
for a lead, in case the dealer goes back to no-trumps. If 
the dealer passes, the partner must be very strong to go 
back to no-trmnps, as the declared suit wUl be led through 
him. If he cannot double, and has no suit worth show- 
ing, it is better to leave the suit bid alone. The dealer 
may have substantial penalties in view. 

The general view of the situation is that if the opponents 
think they can go game against a no-trumper, they 
should be allowed to try it, if the no-trumper's partner has 
anything. If he has nothing, the no-trumper is well out 
of it. 

To sum up; never assist a no-trumper. Double, or 
bid your best suit, if you are too strong to pass. 



CONVENTIONAL DOUBLES 

Thb principle of the modem double applies to evmj 
position at the table, so that it should be examined before 
we go into the matter of subsequent and f oroed bids. 

In the old days, when auction was young, the double 
was supposed to be used for one of two purposes only; 
to increase the penalties, or to frighten a bidder out of his 
last declaration into something more easQy defeated. 
There was also what is still called the free double, whidi is 
simply a gamble, used only when the contract is as many 
tricks as it takes to go game from zerq. The theory is 
that if the declarer can make his contract, it will not be 
on account of the double value of the tricks; whereas if 
he fails, the penalties might as well be 100 as 50. It is 
a bad double unless reasonably certain, as the oddls are 
against it. Double four spades, and set the contract 
and the double wins an extra 50. Let the contract suc- 
ceed, and you give the declarer 86; if he makes five odd, 
you hand him 154, and all you would have won was an 
extra 100. In both cases you would have got your 50 a 
trick without this risk of enriching the declarer. 

There are now four doubles in conunon use. The 
most important are the two that force the partner to bid 
when he would not otherwise do so. A third is to show a 
sure trick in an opponent's suit, after having made some 
other bid or assist. The fourth is to defeat the contract, 
and usually comes at the end of some spirited bidding. 

There are two forms of the forcing double, both of 
which demand that the partner shall say something. 
These are the double of a suit bid and the double of a 
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no-trumper. Instead of the old indication that the 
doubler thought he could defeat the contract, the double 
shows that he is afraid of the contract he doubles, and 
wants it squelched. 

Doubling a suit bid shows that the doubler would bid 
no-trumps but for the fact that the adversaries would lead 
the declared suit and save the game, as there is no stopper 
for that suit in the doubling hand. The double is there- 
fore a conventional way of asking the partner if he can 
stop that suit. If he can, he may safely bid no-trumps. 
If he cannot, he must bid his own best suit, no matter 
what it is. Under no circumstances should he leave the 
double in. It is no excuse for leaving the double in that 
the fourth hand is veiy strong in the doubled suit, because 
the stronger he is and the of tener he can stop that suit 
the better the no-trumper, and the more chance for going 
game. To leave the double in is to go back to the old ' 
idea of doubling for penalties. 

Doubling a no-trump bid has precisely the opposite 
meaning to the suit double. The double in suit asks the 
partner to go no-trumps; the no-trump double asks him 
to bid his best suit. Tliis double shows that although 
there is an alleged no-trumper on the player's right, he 
thinks he is strong enough to play a suit against it, but he 
does not want to guess at the suit, and would like to know 
in which of the four his partner has the best support. 

It should be obvious that but for the encouragement 
offered by the double the fourth hand would very rarely 
have a bid, because there would not be much left for him 
to hold if the dealer and the second player each have some 
sort of a no-trumper. But there is this difference between 
the answer to the suit double and the doubled no-trumper. 
It may happen that the fourth hand can see more in 
penalties by letting the doubled no-trumper stand, 
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e&p&d$By if it be the fiist game of the rubber. In ihem 
dajBf when dealers bid no-trumpe on an aoe and t«o 
hopes, it is not uncommon for them to go down 
hundred points. Leaving the double in is better 
going into a minor suit, if the fourth hand is strong in two 
or three suits. The worst that can happen is to have the 
dealer pull himself out with a suit bid, and that may be 
doubled to advantage, and with greater certainty. 

The chief interest in this question of doubling one- 
trick bids lies in the problem presented to the partner ot 
the one who is doubled, and who sits between the double 
and the answer. There are two courses open to him. 
One is to pass the buck, saying nothing until he hears 
from the fourth hand. The other is to anticipate the 
answer to the double by making a bid himself. This is 
usually an increase of the doubled bid if it is in suit, or a 
re-double, either of a suit or no-trumps. 

Suppose the dealer bids a spade, second hand doubles^ 
and the third hand holds four or five spades and a sin^e- 
ton, with a trick somewhere. He should bid two spades, 
just as if he were assisting. If he passes, and two heoiti 
are bid fourth hand, the dealer would be in doubt as to 
what to do. 

These various doubles and the answers to them, with 
the possibility of an intervening bid by the third hand, 
can best be illustrated by examples from actual jday. 
The trouble with the doubles as they are now used at 
auction is that they are open to the objection lying 
against all conventions, which is the danger of their being 
worked to death by persons who like to play with ^b&Of 
just to see the wheels go round. With the strength 
behind it to justify the attack, the double is a very useful 
weapon; but when it is dragged into situations that do 
not justify it, it is usually a boomerang. As no modem 
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ilayer now uses a one-trick double with any idea of defeat- 
Dg the contract, that declaration was left lying round 
oose, like the free bid of two in a minor suit. As a forcing 
nd, it has been brought into the game again; but it 
should not be made to work overtime: 

No. 63 
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Z bids a spade. Instead of bidding two hearts, A 
doubles. Now it is perfectly useless for Y to redouble, 
as that does not in any way affect B's answer, nor make 
it any more expensive. Although Y has a niunber of 
spades, he is not strong enough to assist, and should wait 
to hear from B. At one table Y went to two spades, 
which seemed to relieve B from the necessity of declaring 
a minor suit; but A doubled again, and then B had to 
show his diamonds, which they bid up against the spades 
and made five odd and game. 

At one table the bidding started in the same way, with 
a Bpade from Z, doubled by A and two spades from Y, 
upon which B refused to go as far as three diamonds. 
Instead of A's pursuing the tactics with which he started 
ttid doubling the two-spade bid, so as to force B to say 



206 FOSTER ON AUCTION 

somethingy he bid three hearts. His is simi^y a leap m 
the dark and is the very thing the double seeks to avoii 
Now B IB worse off than ever, as he woukl have to go to 
four diamonds to deny the hearts, so he left A to [day the 
hand at hearts, and saw him set for two tricks. Hub 
cost A 304 points. He could have won 188 at diamonds 
by forcing his partner to show that suit, whereas he ket 
116 at hearts. 

Modem practice has decided in favor of the foOowiog 
rule. If there is an intervening bid, instead of a redouble, 
the fourth hand need not answer the double if he has 
nothing better than a moderate four-card suit; but if he 
has any suit of five cards he should bid it. 

FrcHU this it follows that the doubler is advised by las 
partner's silence that there is no suit of five cards in that 
hand, nor anything worth while in four cards. But if tiie 
doubler feels strong enough to insist on being shown any 
suit of four cards, no matter how weak it may be, he 
should double a second time. For example: Z deals and 
bids a heart, which A doubles. Now if Y says two hearts, 
instead of redoubling, and B passes, A should double the 
two^heart bid if he can stand a bid on any four-card suit 
from his partner. 

If there is any intervening bid by the third hand when 
the second player doubles the dealer's no-trumper, it is 
usually a redouble. That is generally accepted as the 
best defence, because it does not betray the hand, but 
makes it absolutely certain that the fourth hand will bid. 

We have seen in the chapter on assisting bids that when 
the partner has more than average assistance for the 
dealer's suit, he assists it, if it is overcalled, by bidding 
more in the same suit. We have also seen that if it is a 
no-trumper that is overcalled second hand by a suit, 
the third hand doubles, or bids a suit of his own. When 
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we oome to the situations in which the second hand doubles 
the no-trumper, it is impossible to judge upon what suits 
he is relying to get the contract. But by combining the 
two rules for the third hand's guidance when the second 
hand overcalls with anything but a double, we get at a 
simple rule to guide him for a redouble, which is this: 

If the dealer bids no-trump, and is doubled by the 
second hand, the only way the thiid hand can show that 
he has more than average ass stance or the no-trumper, 
without increasing the contract, is to redouble. To bid 
two no-trumps would be folly. Why play for three odd 
at 10 a trick, when one can play for one odd at 40 a trick 
with the same result so far as going game is concerned? 

The unfortunate in this situation is the foiuih player, 
and if his partner is one of those who likes to double just 
to see the wheels go round, there is likely to be trouble. 
Take this case: 
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Z bids no-trump and A doubles. If Y passes, B will bid 
a suit, as it is obvious that he cannot support a no- 
trumper if Y has all those high cards and A can double. 
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Then, when it comes round to Y again he will have to lad 
at least three clubs, which is retreating to a minor suit 
To avoid this, Y redoubles, to show that he can asBisi the 
dealer's original declaration. This puts it up to A and B 
to defend themselves, as they dare not leave the redouUe 
in, or the odd trick goes game. Z would win 585 points 
if left in. If B shows the hearts, Z might bid his only 
four-card suit, spades. He can go game at ^ndes. 
Hearts would be set for 400, as either Z or Y would douUe 
that contract, probably Y, to show the stopp^ in hearte. 
The defence to the double of a suit bid is to distinguisb 
between support for the suit and nothing in it. The best 
rule has been found to be this. With support ill the soit^ 
either go to two, or pass. With nothing in the suit, but 
exceUent support outside, such as would suggest d^iying 
the suit by going to no-trumps if the second hand passed, 
the best defence is the redouble. Take this example: 
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Z bids a spade, A doubles. Y is so weak in spades that 
if he passes, B may leave the double alone and defeat the 
contract, and Z will not know which way to jump to get 
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eut of the double. A doubles to show that he is weak in 
qiades, but strong elsewhere. Y doubles for precisely 
the same reason. If Y had anything in spades, he would 
pass the buck, and allow B to show a suit or go no-trumps. 

The redouble does not obstruct B in any way, and as 
he can stop the spades he does as he is told and bids no- 
tnunp. Now we come to the value of the redouble as a 
defence. It shows Z how to play the hand, and warns 
him that B is the one that can stop the spades, therefore 
not to lead that suit, but to get Y in to lead through B, 
who is set for two tricks. 

It IB urged by some players that this redouble 1^ the 
partner tends to warn the fourth hand not to rely on 
anything but an ace to stop the doubled suit, and there- 
fore not to bid no-trumps, but to show his best suit. This 
may require him to make a pretty stiff bid, but as good 
soldiers must obey orders, he should not shrink from it. 
The doubler is responsible for the outcome of his double; 
not the fourth hand. Take this case. The hand is very 
much like the last: 
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Z bids two spades, holding a six-card suit, headed by ft 
combination good for five tricks in attack. A doubles, 
and Y redoubles. B must know that Z will not lead ft 
spade more than once, if at all, and that his queen is not 
to be considered a stopper, as Y shows he is strong &aoo^ 
to get in and lead spades through. This leads B to name 
the higher ranking of two equal suits, and he bids three 
hearts. Z, of course, passes. He bid all he had at tfae 
start. 

Now look at A's position. If Y is short in spades he 
is going to ruff that suit, and he must have some iaAAa 
in the other suits to redouble, but A cannot deny the 
hearts or do an3rthing to shift the biddiz^ back to Y or Z. 
He must let the heart bid alone. Y did not double, but 
he discarded the seven of clubs on the second round of 
spades, which induced Z to lead that suit at once and he 
got a ruff on its return. Now Y gets the ruff in spades and 
Z makes hia remaining trump on the clubs, and the king of 
trumps is still a sure trick in Y's hand. This sets the 
contract for three tricks, so that the warning conveyed 
to B did not do him much good. Had B taken a 
chance at no-trumps, Z would have opened the diamonds, 
and the no-trumper would have been set for two 
tricks. If he guessed hearts, it would have been set for 
three. 

When the first bid made is a suit, and a player with an 
otherwise fair no-trumper doubles, the propoffltion looks 
simple enough, but some persons find it difficult to see 
that if the bids are reversed, the meaning is the same. 
That is to say, if the first bid is no-trump, and it is over- 
called by a suit, usuaUy fourth hand, to ask a lead, a 
double of the suit bid by the no-trumper would mean 
precisely the same as if the suit had been bid first Take 
this example: 
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Z bid no-trump, A and Y passed, and B bid two hearts. 
Z doubles. If it were the partner of the no-trump bidder 
tiiat doubled, we have seen that it would show he could 
stop the hearts twice, if the dealer wished to proceed with 
hk no-trumper. In this case it asks the partner if he can 
stop the hearts once, and if so, to bid no-trumps. This 

Y cannot do, as he will not be the original no-trump bid- 
der. A anticipates Y by bidding three hearts, which 
relieves Y from the necessity of taking Z out of the double, 
80 he passes. 

But this does not suit Z, who doubles again, and Y 
is forced to bid his four-card spade suit. B was encour- 
aged by A's assist to go to fom* hearts, but Z went four 
spades, and made it by a rather peculiar piece of luck. B 
led the ten of clubs, and dmnmy passed it up. A put on 
the queen and went back with it, thinking it a singleton. 

Y held the trick with the jack and led the trump, getting 
the finesse and a third round at once. B led a diamond 
and Z ducked it, A winning and leading the heart, which 
dummy trumped. Now all the rest of the dummy's 
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cards are good. B could not have made more than fk 
odd at hearts, but he could have set Z's no-trumper if k 
got a heart lead by winning the first trick, if Y oovoei 
the ten, and leading a diamond to dummy's weaknesk 

As already pointed out, the objection to these doobleg 
is that they are not to be trusted in the hands of opti- 
mistic players who do not know how to value a hand. 
There should be at least seven tricks, at attacking vahie^ 
to double, or the bidding may go to disastrous logthaL 
Here is a hand which is exactly average, one card of eadk 
denomination down to the six, yet the player doabka 
This is a fair example of the way some players who aie 
supposed to be adepts at the game will take liberties 
with it: 
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Z bid a spade, and A doubled. With such a poverfi' 
hand Y did not see any need to say anything untU hebi' 
gratified his curiosity as to B's bid. As the conventioii 
demands that B should go no-trumps if he could stop tl» 
spades, B did so. This bidding heads c^ Z's cngd 
intention, which was to show his two equal suits. Witk 
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the lead against a no-trumper he passed, but Y doubled. 
This informs Z that he can go ahead with his spades, in 
spite of B's stopper, if he wishes to do so, or he can sit 
tight and beat the no-trumper. This is a good example of 
the double use of the double, giving the partner a choice 
of two lines of play, just like the double of a suit bid that 
overcalls no-trumps. 

The double shook B's confidence in A's no-trumper, 
and" he thought it better to bid two hearts. This Z 
doubled. Upon thinking it over, A concluded that if 
his partner had the spades stopped, and a fair heart suit, 
the no-trumper was still the better bid, and as it did not 
increase the contract A went two no-trumps, and was set 
for 600 after Y's double. The result would have been the 
same, with simple honors added to the disaster^ had B 
been left in with the doubled heart contract. This is the 
result of A's trying to force a hand beyond its powers. 

The more difficult situations to handle in doubling are 
those in which the double has a double meaning; as when 
it shows the doubler thinks he can defeat the contract, but 
at the same time would like his partner to try for the game 
on some other declaration. To some persons this seems 
rather anomalous bidding. Why, they ask, should a 
player indicate that the best he can do is to defeat the 
opponents on their contract, and at the same time in- 
timate that he would rather not be left to try it 7 

Yet there are many situations in which this kind of 
double can be used to better advantage than any other 
bid, because it conveys to the partner the most valuable 
of all privileges, the choice of two lines of play, depending 
on which better suits his hand. It has the further ad- 
vantage of indicating the control of a suit. When the 
only thing to do is to persist with the first declaration or 
throw it up altogether, one frequently does the wrong 
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thing; but when there is a choice between two gpod 
things, as against the opponents' one, Tni«t.abffl are not so 
common. 

There are many hands in which the double wi^t gm 
the partner a choice between two dedarations, and sur- 
gest that he go on bidding, while at the same time i 
assures him that if his original bid shows two sure trids 
for defence, the opponents' contract should be set Tale 
fhiH case: 

No. 69 





<7 


AQ97 






♦ 


Q98643 







A54 




E J864 






^ 


Y 


9? 6 32 


♦ 


A2 


A B 


(S> E J 10 7 6 





J 8 


9 


♦ 


E J94 


Z 


(^8 6 52 




10 






♦ 









E Q 10 7 6 3 2 




♦ 


AQ107 


3 



Z bids the higher ranking suit first, a spade. A knom 
Z cannot go game in spades, and bids two hearts, hoping 
to drive Z beyond his depth, if he cannot get the con^«ct 
at hearts. Y doubles. This double has the conveatioittl 
double meaning. It denies assistance in the spade suit, 
and expresses confidence in defeating the heart cod- 
tract. Y cannot shift to three dubs, as that would looi^ 
like a strong suit, which is not true, as he has not a trid 
in dubs, and would be a retreat from a strong attaddnS 
position to a minor suit. 

Whether B bids the clubs or passes, Z is going to Ud 
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his two-euiter, showing the diamonds. Now A cannot 
go on, in the face of Y's double and B's silence, so Z 
makes a grand slam, 302 points altogether. The heart 
contract would have been set fbr 216 only. The interest- 
ing point about Y's hand is his ability to support an3rthing 
but spades, even no-trumps if Z has the tops in spades. 
At the same time he su^ests that imless Z can see game 
in the hand, it would be better to defeat the heart con- 
tract, or anything else A or B may bid to get out of the 
double. 

The double to defeat the contract usually carries with 
it the denial of the dealer's suit. If the suit is assisted, 
and a double follows on the next roimd, it shows the sure 
trick in the opponent's suit. This is the most useful of 
all the doubles that come up later in the bidding, but it 
must not be confused with the double to defeat the con- 
tract. It is an encouraging double. Here is an example: 

No. 70 
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A 10 4 








* 


J4 









43 






Q93 


A 9 6 5 3 2 




^ 


Y 


7 


87652 


♦ 


K9 6 3 


A B 


♦ 


10 8 7 





AKQ9 





J 10 7 6 6 


♦ 


10 4 


Z 


♦ 






K J 






♦ 


AQ52 









82 






♦ 


K Q J8 


7 





Z bid a spade, and A doubled. Y assisted the spades 
bidding two, but B responded to his partner's double and 
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bid three hearts. This Z and A passed, but Y doubled. 
Ck>ming after the assist, this cannot mean that Y wanti 
to defeat the heart contract, but it is the only way in 
which Y can indicate to Z that his outside trick, on which 
he assisted the spades in the first place, is the ace of 
hearts. The opportunities for this form of the douUe aie 
very numerous, but seldom availed of, except by the best 
players. 

Now B has to show his second suit, bidding four diir 
monds. With the assurance that Y must have the aoe 
of spades and ace of hearts in his hand, Z bids four 
spades. If A had the spade accj he would not haii« 
doubled. If B had it, he would have gone no-trumps 
in answcft* to A's double. It is a game hand at spacks 
forZ. 

One of the most dangerous doubles, and therefcxe in- 
frequently used, is the bluff. The most remarkable result 
I have ever seen in the matter of points won, saved, or 
lost, was due to a bluff double. Here is the hand. It was 
not played in a duplicate game: 

No. 71 





9? 


Q9 6 5 2 






<?> 











Q83 2 






743 


E 9 6 3 






^ 


Y 


^ 


E J 10 8 


♦ 


9 642 


A B 


♦ 


E J85 





6 54 





A 10 9 


<*> 


10 8 2 

9 


Z 


♦ 


54 




A 








♦ 


A Q 10 7 3 









K J 7 






♦ 


AQ J7 
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Z bids no-trump, A and Y passing, and B doubling. 
This is a weak double, as it is on the wrong side of the 
strong hand. Z passes, and A bids two clubs. Y bids 
two hearts and B supports the clubs, going to three. 
Z now sees his chance to camouflage his hand, and instead 
of doubling the clubs, bids three hearts, as if he were 
afraid of clubs. But when B goes to foxur clubs, Z doubles. 
Being a foxy player, and realizing that he is in wrong, 
B makes a bluff at it and redoubles, hoping to frighten Y, 
in which he succeeds. Z is perfectly satisfied, so is A, 
but Y falls into the trap, and misled by Z's original assist 
for the 'hearts, mistakes the club double for encourage- 
ment, showing a sure trick in that suit, and bids four 
hearts. This B doubles and sets for 100 points and 
simple honors, net 116. Y should have Imown foxur 
clubs was impossible if Z had a no-trumper and could 
double clubs. B would have been set for 1612 points at 
clubs. 

One of the most frequent errors in the use of the double 
is that of position. While the partner has yet to speak, 
he may have an3rthing from a no-trumper to five honors 
in one hand, and there is no objection to trying him out 
with a double. But if he has passed up an opportimity 
to make a free bid, it is a dangerous experiment to 
ask bim to produce three or four tricks in answer to a 
double. 

If the dealer has bid no-tnmips and second hand has 
passed, that is another matter, as good players will pass 
up a strong hand in that position. But when both dealer 
and second hand have passed, the fourth hand is in the 
worst possible position for a double, and should either 
bid his suit or sit tight and try to save the game. Take 
this case: 
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No. 72 







A6 

K J 74 2 
Q J 5 2 
Q9 



7 


E843 


Y 


7 


72 


♦ 


98 6 5 


A B 

f9 


♦ 


AQ 10 3 





K3 





A74 


♦ 


10 5 3 


z 


♦ 


E J 64 







Q J 10 9 5 



10 9 8 6 

A 8 7 2 

When Z and A passed, Y bid no-trump and B doubled. 
But for the double, Z would have taken out the no-trumper 
with two hearts. As it was, he passed, and A's best suit 
being hearts he bid it, and was left to play it. Y led 
the queen of diamonds, which A won, and seeing nothisg 
better in the hand, returned it and trumped the third 
roimd. Then he finessed the queen of clubs, and Z 
trumped it and led trumps catching the king and exhaust- 
ing them. After putting Y in with a diamond he refused 
to ruff the top club, winning three more tricks, as B had 
to lose three in the black suits. This sets the contract 
for four tricks. 

Some players seem to balk at the use of this cooYeD- 
tional double when the bid to be doubled is more than 
one trick, and I have several times been asked whether it 
should not be confined to doubling one-trick bids, as 
higher bids are too risky. 

This question, it seems to me, is very easily answered, 
Scotch fashion, by asking another one. What are yoa 
playing for; game, or a few points on the score tomid 
e, or penalties? If you are playing for game, and 
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think you can make it, why not bid game, or force your 
partner to bid it for you? I have seen coimtless games 
pulled out of the fire by doubling free bids of two. One 
must not forget that there are many such bids made that 
are unsound, some of the old school still believing that the 
less you have at the top of a suit that is longer than aver- 
age, the more you should bid. Such players know noth- 
ing about the defensive element in the bidding. Here 
is a case in which a player doubled a free bid of three with 
excellent results: 

No, 73 







<5> AKQ2 










<$> AQ8 54 


2 








J8 








10 8 4 


♦ Q 


7 




^ 




Y 


J973 


♦ 


7 




A B 


♦ 


K 10 





A2 







K9 763 


♦ 


A 10 7 ( 


$543 


Z 


♦ 


82 




S? 6 


5 








<S> J9 63 










Q 10 5 4 










4> I 


[ J9 







Z said no bid, A three spades, and Y doubled. B passed 
the buck, waiting to hear from Z, who followed orders and 
bid three no-trumps, as he could stop the spades. All he 
lost was a club, a spade and two diamonds. A led a heart 
and Y played ace and small in clubs. Then A passed up 
the first spade lead from B's hand, which saved a trick. 
B echoed in diamonds on the clubs, and A kept two dia- 
monds and the ace of spades. If A gives up the ace of 
spades on the first lead of that suit, he loses four odd, 
instead of three. 



WINNING AND SAVING GAME 

Thebe eeems to be a good deal of misunderstanding u 
to the importance of winning or saving a game, and t 
good deal has been written about the player's equitf 
in certain situations, of which there are four. The 
first is when neither side can go game; but it may be 
better to score a few trick points and honois thaa 
to let the other side do so. The second is when 
there is a chance that the hand will go game, but do 
fear of the opponents' doing so. The third is wfaea 
game may be saved by bidding up the hand beyond 
what it is worth, so as to prevent the opponents from 
going game, when it is hi^y probable that they wil 
do so. The fourth is when either side seems likely to go 
game imless forced to bid more than game to get tte 
contract. 

AU these conditions but the first are complicated by s 
ccmsideration of the value of a game as part of the rubbei, 
under some one of three conditions. These are: Neidier 
side having yet won a game; one side having a game; 
both sides having won a game. What is the game worth 
under any of these conditions? 

In duplicate, it is fixed at 125 points, and as there flie 
no rubbers, this is an invariable value, attached to asf 
game wcm, whether in one deal or several. With lepd 
to its value in the ordinary rubber, some very leaned, 
extraordinary, and contradictory opinions have been 
expressed by writers on the subject. A perusal of these 
opinions leads only to the conclusion that they are A 
guesswork. 

There are some undisputable facts to go upon, hot* 
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ever, and some well-known aidoms in the laws of chance 
are borne out by these facts. The most important is 
ihsLt 3 times out of 4 the side that wins the first game 
will win the rubber. Another is that if both sides have 
WOQ a game, each has an equal chance for the third, no 
matter which side won the first game. In spite of this, 
which is borne out by the records of 1500 rubbers, col- 
lected from the general run of play in several of our largest 
card clubs, no one seems to recognize the importance of 
winning the first game, all the emphasis being laid on the 
third, or rubber game. ^ ^^f 

Another point which is settled is that, imder the pres- 
ent system of scoring, the average rubber is worth 400 
points. Here the experts disagree. Some say this shows 
that the difference between winning and losing a rubber 
must be 800, while others insist the difference is only that 
between winning the 250 rubber points or losing them, 
which is only 500. The difference is that the 800 school 
base their figures on a rubber in which there is as yet no 
score at all. The 500 school base their calculations on a 
swing one way or the other of 250 points to be won or 
lost in addition to the score as it stands when the game 
that may decide the rubber has aheady reached the bid- 
ding stage. 

Both these entirely ignore a consideration which I 
consider vital, which is that there will be another rubber 
after this one is decided. To appreciate this, we must 
first look at the statistics which we have as to the value of 
certain scores at various stages of the rubber. 

We have authentic records of the results of 1500 rub- 
bers, 500 of which are imder the old count, when the 
spade suit had a double value, the other 1000 being under 
the new count, all played during the winter of 1916-1917, 
and compiled by Wilbur C. Whitehead, of the Enicker- 
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bocker Whist Club of New York. A brief summaiy d 
the results was published in the N, Y. Sun on November 
18, 1917. 

It took 5173 deals to decide these 1000 rubbers, and tk 
average value was 379 points. The most int^restzBii 
facts, as they relate to game values, were these: Out d 
these 5173 deals, 2342 went game by scoring 30 or mora 
points on each of them. Of the remainder, 1613 failed 
to fulfil the contract, leaving 1218 that stopped abort of 
game. Of these 1218, 156 were useful in winning a game 
by the aid of a previous score that had been accumulated 
by one or more of the remaining 1062 of these 1218. 
How many of these 1062 were on the scorensheet when one 
of the 2342 game hands finished the business without the 
assistance of the previous score is not stated. 

The most important point in connection with onr 
first condition, when neither side can go game, is the 
value of a partial score. If we assume for the present the 
duplicate game value, 125 points, and it is only 156 timei 
out of 1218 that this partial score will be of any use, its 
value is about one-eighth of 125, or hardly 15 pcunts more 
than the trick and honor score actually recorded. Take 
the maximum trick score, short of game, 28, and add the 
average honor score, which is about 32, to which we add 
the 15 equity in a game, and we get a total of 75 pointa 
This is a liberal allowance for honors, as hands which do 
not go game usually have the smallest honor scores, 
much below average. It is also an exaggerated tridc 
score. In fact it is the limit, in both trick and honor 
score. 

This would suggest that in case it is manifestly impos- 
sible or highly improbable that either side can go game, 
it is imperative to stop bidding the moment the hmit 
of safety is reached, because then your contract cannot be 
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defeated, whfle the opponents' may be. If you go be- 
yond this limit, it must be at the risk of being set 50, less 
honors hdd, so as to prevent their scoring an average of 
75 points in tricks, honors, and equity. If this reasoning 
is correct and the risk of being doubled and set 100 
instead of 50 is negligible, the limit of safety is to go one 
trick beyond the true attacking value of the combined 
hands, on the double chance that you may save the dif- 
ference between losing 50, less honors, and losing 76 
straight; or that you may set the opponents for 50 or 100, 
leas their honors, if they go too far with their contract. 

When we come to situations in which one side or the 
other, or both, can probably win the game, we find a 
good deal of curious logic in the writings of those who 
have given us figures on this subject. For example: 
We are told that if A-B can win the first game, they should 
not take less than 300 in penalties for letting Y~Z play the 
hand, and in the same breath we are told that Y-Z should 
not pay more than 200 in penalties to save that game. 
How are A-B to collect 300, if Y-Z will not pay more 
than 200, unless it is that Y-Z do not know how to value 
their hands? 

Again we are told that if it is the second game of the 
rubber, the side that won the first game should not accept 
less than 300 in penalties to forego winning the second 
game, if they feel confident they can win it. At the same 
time we are told that the side that has lost the first game 
should not pay more than 100 to save the second. How 
aie A-B to collect 300, if 100 is the limit that Y-Z will 
risk? 

When each have won a game, if A-B can win the third 
game and rubber, they should not forego the contract for 
less than 400. At the same time Y-Z should not risk 
more than 300 to save it. If the rubber value is figured 
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on the basifl of the di£Ferenoe between winning and kng 
250 rubber points, these figures are reduced, but the same 
proportions hold good, and the one side is advised nem to 
accept what the other side is willing to pay. 

All this may be true if there is never to be more than 
one rubber in a lifetime; but the majority of those who 
play auction do not get cold feet so quickly, and will phj 
six, eight, or more rubbers at a sitting. I have aIwa]fB 
insisted that the right way to look at this question is nol 
to think of a rubber as an average of five games; but to 
consider thirty games as an average of six rubbera. 

Leaving the dupUcate game out of the discussioa, ud 
confining our attention to the ordinary rubber, in yAoA 
the difference between winning or losing the 250 pointi 
bonus is admittedly 500, the following facts would seen 
to be obvious if we keep in view the idea of playing thir^ 
deals, instead of five. In order to make the matter ooo- 
Crete, suppose the trick and honor scores to be always tlie 
same, three odd and 30 aces, at no-trump. Contnst 
these two scores: 



We 


They 


800 
30* 


2S0 
30 
30* 


30* 






30* 




30 


360 


370 



We 


They 


250 
30 
30* 


30* 


30* 






30* 


30 




370 


60 



The eight entries marked with asterisks are the saine 
in each, as v>e and they have each won a game. In ^ 
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first Bcorenaheet, on the left; they paid 300 penalty to save 
the rubber, and on the next deal they won it. The rubber 
is worth nothing to either side. In the second scorensheet 
they let the rubber go, and we won it. This shows that 
they saved 300 points by taking the ''sting" shown on the 
first score-sheet. So far so good; but that is confining 
our view of the situation to these few deals. 

K you save a rubber at the expense of 300 penalty, 
^diich is all you are advised to pay by either school, the 
SOD or the 800, and win the next game and rubber you are 
not 300 ahead, because you have not won anything; but 
you have saved 300, which you would otherwise have lost. 
Now let us suppose that you lost that 300, but still won 
the next game as shown by the score-sheet. This would 
be the first game of the next rubber, which everyone agrees 
is equal to odds of 3 to 1 that you win the rubber. This 
is threeK]uarters of 400, which is 300. Now you have 
got back the 300 you lost on the last rubber, which 
is all you could have done by taking a sting of 300 and 
th^i winning it. Now look at this 8cc»reHsheet, in the 
margin: 

In this case, the first four scores entered 
are the same as before, each side having 
won a game. They take a sting of 300 
to save the rubber, as before, but they 
do not win the rubber on the next game. 
The result is that they are now 600 behind, 
as 550 is now reckoned as a 6 game in the 
dubs. It is useless to throw 300 more 
after the first 300 to save the rubber 
again, l)ecause even if it was won on the 
next deal they would still be 300 behind, 
yet players will try that experiment all 
the time. 



We 


They 


250 
30 

300 
30* 


30* 


30* 






30* 


30 




610 


60 
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The moral of this is that when you get 500 or 60 
ahead, never overbid the hand under any circumstanoei 
If they can win the game and rubber, let them do so, bol 
do not let them get back any of your velvet by penafe 
ing you. That is one of the greatest mistakes a pla^ci 
can make, trying to win more when he already has tk 
big end in his fingers. 

It is a well-known mathematical fact, borne out by Ik 
analysis of the 1000 rubbers referred to, that if each ak 
has won a game, either side has an equal chance to wil 
the third game. This forces us to take into consideratiai 
the probability that half the time the side that takes a 
sting to save a game will not win the third game. Thea 
they inciu* a loss of about 600, instead of coming out eren, 
which no equity that lies in winning the first game of the 
next rubber can balance. 

Smnming up these facts, which are supported by all the 
statistics at our disposal, there is nothing to be gunfld 
by paying 300 to save a rubber, even if you can win it on 
the next deal, while that deal might be equally applied to 
the first game of the next rubber. On the other hsod, 
there is everything to be lost if you fail to win the nibto 
that you have paid 300 to save. So firmly have I bees 
personally convinced of these facts that for several jean 
I have never made any attempt to save a game or robber 
by overbidding my hand more than one trick, althoog^ 
I have had the pleasure of seeing my partners take stingy d 
several hundred, and gloat over the fact that they eveatOf 
ally won the rubber. I confess I am unable to see the 
value of a rubber that loses points when regarded as part 
of a series of rubbers, and not as an individual. 

My advice to all my pupils is to treat all cases alike, 
just as if neither side could go game, and never to bid 
more than one trick beyond what the hands are wortby at 
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their attackmg value, no matter who wins the game or 
rubber. 

Having been fortunate in having ample opportunity for 
watching the methods of some of the most successful 
players, I am convinced that it is much more important 
to save the games in the play than in taking stings of 
several hundred points. It is the player that can just 
squeeze the trick that 'stops the other side from going 
game; or that can go game himself, where the average 
player would just miss it, who is the big winner in the 
long run. 

In the big dupUcate games I have frequently seen a 
pla3^r bid two or three tricks more than his hand could 
possibly be worth, and get doubled and set for two or 
three hundred, just because he was afraid the other 
side would go game. At another table, holding the same 
cards, the player would allow them to play the hand 
against him, and by skilful management hold them down 
to three odd, when they needed four. Few players realize 
that just missing a game by a trick, or losing it by the same 
margin, makes a difference of at least 130 points. The 
same error, repeated a few times, is the difference between 
the top score and a large minus. 

We have seen that if the score stops short of game 
it is only about once in eight times that such a score will 
be of any value, therefore it may be classed as a deal 
thrown away, an opportunity wasted, just like a bad 
approach shot at golf, which leaves you no better off than 
you were before 



GETTING PENALTIES 



One of the surest marks of the beginner and the qd- 
taught player is the desire to play every hand, whetha 
there is any chance of going game on it or not Sod 
players never stop to consider what chance their oppo- 
nents have of making their contract, if they are biddioft 
and have Uttle regard for their own partners, except as aa 
assistance. 

There is always the double possibility when the oppo* 
nents are bidding; to penalize them, or to go game agaio^ 
them. One of the most difficult things seems to be te 
get this class of players to think clearly about the otto 
hands, and not so much about their own. To iUiistnte: 
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A K 762 
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85 


4> 


10 4 


A B 
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8 63 





A 7 2 





10 6 3 


♦ 


6 5 2 


Z 


♦ 


K J873 
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Z bids no-trump, A two hearts. These bids are very 
frequently made by players who presune upon the rash- 
ness of their opponents. A is confident that he wiU not 
be left in. Without stopping to consider the improbabil- 
ity of A's being able to make his contract, and the impos- 
fiibility of his going game if Z really has a no-trumper, 

Y bid three clubs. This relieved B, and Z could not go 
to three no-trumps, with nothing to stop the hearts, so 

Y played it at clubs, and smiled blandly at his partner 
when the hand was over, remarking that he not only 
made his contract but had four honors to score; adding, 
by way of emphasis, that Z could not have done as well at 
no-trumps, which is quite true. 

But suppose Y had thought for a moment about Z's 
bid, and had doubled the two hearts, he would have set 
the contract for 316. If he passes without saying any- 
thing, which is better, he will set it for 166, unless B goes 
to the rescue with two spades, which Z will double and 
set for 318, unless A gets frightened and goes to three 
hearts, if Y has not doubled two hearts. Then Y can 
safely double and set the hearts for 416. All this is 
wasted just to score 42 points. 

The situations that require the most care are those 
in which the game is very improbable for your side, but 
penalties are rather promising if the other side plays the 
hand. The typical case is when one has the lead against 
a no-trumper, with a hand which is tempting enough for a 
bid. If it is a game hand, with the assistance of only 
one trick from the partner, there may be some excuse for 
making a declaration, but otherwise there is none. If 
you cannot go game, the most you can make is 28 points 
and a few honors. If you are as strong as that, you 
should be able to defeat the no-trumper, and would then 
be playing for 50 a trick, instead of 7, 8, or 9. You should 
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at least be able to save the game, otherwise you are wastbg 
your time bidding. Take this hand: 

No. 75 







^ 


Q9 










<?> 


Q8632 











J 982 






A64 


♦ 


6 3 






s? 


Y 


7 


10 8 5 3 2 


* 


9 5 




A B 


.♦ 


K J 10 





Q4 







A K3 


♦ 


E Q J984 

7 


Z 


♦ 


52 




K J 7 










♦ 


A 74 











10 7 6 5 








♦ 


A 10 7 







Z bid no-trump and A two spades. This led Y to diov 
the clubs, but B supported the spades, and Z declined 
to support the clubs, as he thought he could save the game 
against the spade contract. At some tables Y said noth- 
ing, and B denied the spades with three hearts, set far 
one, less simple honors. At another, Y passing and B 
bidding hearts, A went back to the spades and made 
three odd. At five tables out of seven A overcalled tbe 
no-trumper with two spades, and the most he eoaU 
make was 45 points at any of them. At the two other 
tables A passed, led the spades, and set the no-trumper for 
250 points. f 

Z won the second round of spades and led aoe and 
another club, which put B in to lead a heart. On the 
four good spades B discarded four hearts, and A led the 
queen and another diamond, discarding the losing canb 
on the king of clubs and the top diamond. 
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In such hands as this, it should be clear to the leader 
that the no-tnimper must make game in the two minor 
EOiits, with the ace of the leader's suit. If that is his 
Btrengthy game in spades is practically impossible, and 
the play should be for penalties. The great danger of 
disturbing a no-trumper lies in warning it to get into safer 
quarters. An example of this has ah-eady been quoted, 
when a no-trumper that was overcalled with two hearts 
immediately bid five clubs and laid down, an invincible 
hand for the game. 

I have foimd, after examining 100 no-trumpers, that 
more than 70 per cent of the tricks are won in the minor 
suits, which suggests the danger of a shift to one of those 
suits if the no-trumper is overcalled. The third hand 
will not mention a strong minor suit if the second hand 
passes; but the moment the no-trumper is overcalled, 
the third hand bids. Take this case, very similar to the 
last example, so far as A's hand goes, but here he wakes 
up the wrong passenger; 
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Z bid no-trump and at six tables A bid two spades. 
With only one stopper in spades, which might be led 
through, Y bid four clubs. B passed, so did Z, but A 
went to four spades. Instead of doubling, Z bid five clubs 
and Y made game, losing only one spade and one dia- 
mond. In this case the only table that passed with A's 
hand did not set the contract, but it saved the game at 
no-trumps, as Z could not hold the lead long enou^ to 
make three odd after diunmy won the second round of 
spades. 

The greater number of opportunities to play for penal- 
ties instead of trying to make a few points by plajring 
the hand, arise when one knows that there is a weak part- 
ner opposite, from whom Uttle or no assistance can be 
expected. The weakness of doubling to force a partner 
to bid who has already passed up an opportunity has 
already been mentioned. It is equally bad policy to ask 
such a partner to assist. Here are examples of both 
errors: 
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Z and A both passed and Y bid a heart. At some tables 
S doubled, at others he bid two diamonds. Both are 
clearly mistakes, yet at the seven tables at which this 
deal was played, not a single player in B's position passed 
up the heart bid. 

The situation is this. Y's partner had no bid; neither 
did B's. It is highly improbable that Y can go game 
in hearts, but if he can, there is no use bidding against 
him, as he must have a twoHsuiter to do it, and all the top 
hearts. On the other hand, it is equally improbable that 
A will turn up with tricks enough to enable B to make 
five odd in diamonds, or to win the game at no-trumps, 
even if he can make that bid in answer to B's double. 
Both bids were tried. 

Here is what happened when B doubled and A went 
no-trump, according to orders, as he could stop the 
hearts, or thought he could, with four to the king. Y did 
not lead a heart up to the declared stopper, but opened 
with the spade ten, which B covered and Z won. A cov- 
ered the jack of hearts with the king, but Z got in again 
on the spades and Y made four hearts. Still holding the 
ace of diamonds, Y forced out the king of spades, as 
dummy was down to two diamonds and thiee clubs. 
This set the no-trumper for three tricks. 

B could have made two diamonds, but Z overcalled 
him with three hearts. Only one table in the room went 
game on hearts. This is how they did it. B led three 
rounds of clubs, and A led the diamond. Y led a spade, 
making both queen and ace at once. Then he led the 
trump from dummy and ruffed Z with a spade, trumping 
with the eight. A diamond allowed Y to trump in and Z 
trumped the foiul^h spade with the ten, leading the fom*. 
All the others misplayed the hand and failed to go game 
through leading trumps out, before ruflSng the spades. 
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There are countless hands in which one knows that 
game is hopeless for the other side, if one would only 
stop to think about it for a moment. In such cases 
great care should be taken not to overbid one's own hand, 
but at the same time to go as far as necessary to get what 
there is in it, in case the opponents stop bidding. It is 
useless to let them score two odd and simple honors whan 
you could have made two odd yourself. The dangerous 
situation is when you overbid your hand and risk being 
penalised, when you might have collected penalties 
from the opponents, and could not possibly lose the game. 
This hand was played at seven tables: 
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Z bid a spade, and at every table but one A bid two 
hearts. He has a legitimate one-trick bid, but not two 
and if his partner assists on average holding, the hand 
will have gone a trick beyond its value. On the other 
hand, what chance has Z to go game in spades? If he 
and his partner are strong enough to make four odd, A 
is wasting his breath bidding two hearts. At each table 
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Y assisted the spades, and B went to thiee hearts. Both 
these assists are sound, as either hand is good for 4) tricks 
in attack. 

Z had no more to say, and Y passed, so the hand was 
played at hearts and set for one trick less simple honors; 
net loss 34 points. At the only table at which A passed, 
Z made the odd at spades, and simple honors 27 points. 

Now let lis suppose that A's hearts were spades and 
Z's spades were hearts. Then A could have overcalled 
Z's opening bid of one trick with one trick, and the same 
assists woidd have followed, but with this great difference, 
that A would not have overbid his hand to start with, 
and could make two odd if left to play it. If Y bid two 
tricks, Z would be set if he or Y went to three tricks after 
B's assist. 

The great point in playing for penalties is to avoid 
having to pay them yourself. Some persons are very 
fond of ''pushing them up a bit," as they express it, hopii^ 
the other side will overbid their hands and get hurt. 
This is all very well if you are "playiDg with children," 
but it is not sound auction, and more closely resembles 
poker, in which game the fate (d the bluffer is proverbial. 



THE SECOND BIDDER 

This term is applied to the one who sits on the left 
of the first bidder, but a sharp distinction must be made 
between the player who sits on the left of the dealer's 
opening bid, and the third hand, whose partner has passed 
without a bid. The second bidder, when on the dealer's 
left, is still in an attacking position, as his partner has jei 
to speak, and may have a very strong hand. But if the 
third hand is the second bidder, when the dealer has 
passed, he is usually, but not always, in a defensive posi- 
tion, with a weak partner. 

If the dealer passes, the second player becomes the 
first bidder, and his declarations are governed by the 
same rules as if he were the dealer, with the possible 
exception that he may go no-trumps on only average 
hands. This is the best possible position for a free bid, 
and no opportunity should be lost to make it. 

The situations with which we have now to deal are 
those in which the dealer makes a bid of some kind, and 
the player on his left becomes what is technically known 
as the second bidder. 

We may dismiss at once from consideration all those 
hands that have a legitimate free bid, which is enough in 
itself to overcall the dealer. With a normal heart or 
spade bid, for instance, one can overcall a club or a dia- 
mond, just as if no such bid had been made. If the dealer 
bids a heart, and the second bidder has a one-spade bid, 
he is not required to overbid his hand to overcall the heart. 
In the same way, of course, if the second hand has a two 
or three bid in either of the major suits, he can overcall 
anything but a no-trumper. 
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In the last chapter we have dealt with cases in which 
the second bidder should not overcall his hand if it is 
obvious that the dealer cannot go game on his declara- 
tion; unless there is such a large score for honors that the 
second hand can well a£ford to be set for 50 or 100 points. 

Because of the advantage of the second hand in having 
a partner who has yet to speak, and who may have a 
pretty strong hand, many modem players make it a point 
not to overcall the dealer's majornsuit bids with two in a 
minor suit, unless they can assist the other major suit, or 
are willing to have the partner go no-trumps if he can 
stop the dealer's suit. This convention is suited to a 
much larger number of hands than the double would be. 

The theory is that if the second hand has nothing but 
a few tricks in a minor suit he might as well sit tight and 
try to save the game by leading that suit. But if he has 
some support for the other major suit, but not enough 
to bid it, and is willing for his partner to bid it on four 
cards only, with a couple of honors, he should indicate it. 
Here is an illuminating example of the use of this con- 
vention: 
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Z bid a heart. At every table at which A passed, Z 
made his contract, the odd trick and five honors. At the 
tables at which A bid two diamonds and B did not und^- 
stand the convention, leaving him to play it, Y led the 
hearts and forced him. At one of these tables, after 
three leads of trumps, A incautiously led a third round of 
spades, and carried home the ace or the king of dubs. 
At other tables, seeing his danger, A made his two dub 
tricks, and saved his contract, winning two by cards. 

At the two tables at which B understood the minor-suit 
bid over the major suit as showing support for the other 
major suit, B bid two spades, and made a Uttle slam, 
losing nothing but the first heart trick. 

The foregoing are all attacking bids. We cross the line 
into the province of defensive bids when it is probable 
that the dealer will go game on his declaration, or that his 
partner may be encouraged to make a better one and go 
game. Now the second hand must put up some kind of a 
fight. The chief difference between any bids he may 
OAke in this defensive position, curiously enough, is that 
they do not show the same defensive strength that a free 
bid would show. 

This is because he cannot wait for sure tricks at the 
head of a suit, but must bid what he has. If the dealer 
starts with a heart, the second hand must bid a spade, 
even if he has only five to the queen and an outside trick 
somewhere. He cannot he down and let his opponents 
walk over him with a one-heart bid, while there is any 
chance to get the contract away from them, or push than 
beyond their depth. 

In such positions, the partner must make allowance 
for the possibility that the second bidder is not as strong 
as would be required for a free bid, and therefore must 
not credit him with the defensive strength that an orig- 
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inal or free bid would indicate. The situation usua% 
arises when a major suit is overcaUed by the other 
major suit, as in the following hand. 
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Z bid a heart. At four tables out of seven, A passed 
without a bid, and B could not see anything beyond saving 
the game. At hearts, Z made his contract, the odd trick 
and four honors. When A bid a spade second hand, B 
supported it over Y's assistance to the hearts, and A went 
game, as B won the first trick with the ace of hearts and 
led a low club, forcing the king with the queen. Y then 
tried a small diamond, and the ace won that trick. The 
king won the next and the trumps all fell on the finesse of 
the jack by dtmuny, losing one heart at the end. 

The double of a no-trumper has already been discussed 
in another chapter. It may be well here to observe 
that this is now universally admitted to be a better bid 
than going two no-trumps over the dealer's one no-trump. 
The partner is then free to show a suit for a bid of two, 
and if the second hand does not like it he can bid two no- 
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tnimpS; which does not increase the contract. That he 
might just as well have gone two no-trumps in the first 
place does not alter the fact that he might have found his 
partner with a big major-euit bid, and perhaps a slam band. 
Here is an example: 
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Z bid no-trump. At the tables at which A bid two 
no-trumps, B had nothing to say, and Y led a spade, so 
that the king won the third round and A went game. 
At the tables at which A doubled, B bid two hearts, and 
A, making allowance for the possibility that it might be a 
suit of four cards only, went two no-trumps, and went 
game. B would have been set on the two-heart contract 

The two principal situations that continuaQy present 
themselves to the second bidder depend on whether the 
bid on his right is in a major or a minor suit. If it is in 
a minor suit, it is more than probable that the third hand 
will avail himself of the assistance offered and will make a 
better declaration. There are some players who will not 
bid a minor suit originally except as an invitation to their 
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partner to go no*trump. This is a very foolish restriction 
to put upon the bid, as there are countless hands in which 
it is most important to show a couple of tricks for defence, 
which are far from being two-thirds of a no-trumper. 

A minor suit on the right puts the second bidder on the 
defensive, and he should seize the opportimity to show 
any suit he would like to have led, while he can do so 
cheaply, even if he has not the strength for an original 
declaration of two tricks. This is in the nature of a 
forced bid, like A's spade in the last example. It is only 
a chance; but it is a chance that must be taken when the 
player is on the defensive. Here is a case: 
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Z bid a diamond. At every table at which A was un- 
willing to bid two clubs Y went no-trump, and won the 
game, and he must win it whether B leads a heart or a 
spade. 

But at the tables at which A bid two clubs, Y usually 
supported the diamonds. At one he went no-trumps on 
the theory that B would think he had the clubs stopped 
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and would not lead them; but B had long sinoe leamt to 
trust his partner and not his opponents, and th^ set the 
no-tnunper, as they made four dubs, a heart and a spade. 
At other tables, when Y supported the diamonds, B 
usually r^;arded the defence as being established by 
keeping the contract in a minor suit. Game in diamoncb 
was impossible, as the play at some tables proved. At 
one table, B mistook the bid as showing support for a 
major suit and guessed spades. He could have made 
two spades, but Y went to three diamonds. It is only 
when a minor suit is used to overcall a major suit that it 
shows assistance for the other major suit, as then theie 
can be no mistake as to which suit it is. 



THE THIRD HAND 



The principles that govern the declarations of the 
third hand, when the dealer makes the first bid, have 
been already fully dealt with. We oome now to situations 
in which he is either first or second bidder. 

If both dealer and second hand pass, the third hand 
should be wary about going into no*trumpers, as he will 
probably find all the strength over him on his left and a 
weak diunmy opposite him. Some persons imagine that 
the third hand should be a trick stronger than the dealer 
in order to make a declaration of any kind. This assumes 
that his bids BXe all to be in the attacking class, which is 
not the case. The thing to be particularly avoided is 
any declaration that is not defensive, as well as attacking. 
The conventional two sure tricks are imperative, because 
this is a peculiarly defensive position, it being more than 
probable that the fourth hand will make a strong bid for 
the contract. Then it may be important for the deal^' 
to know just what to lead. 
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When the bid was passed up to B fourth hand, he bid 
a hearti Z led the diamonds, and B went game by getting 
a dub discard on the aoe of spades. Some pairs made five 
odd. But when Y put in a defensive dub bid, although 
B got the contract at hearts just the same, he could 
not win the game, as he lost three club tricks immediately 
on Z's lead of the dub ten, after which Y or Z must make 
a trump. 

There are some hands in which the third hand must 
take long chances in defending himself against an im- 
pending bid by the fourth hand. If the defence is useless, 
they will go on, so that nothing is lost, but the deato 
knows what to lead. Take this case: 
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Z bid two spades and A doubled. At every table at 
which Y passed, B bid two no-trumps and went game. 
Z opened with a heart, hoping to get Y in to come through 
B's stopper in spades. After making four tricks in each 
of the red suits, dummy led the queen of dubs and Y had 
to make his two tricks before he led the spades, as Z had 
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only one dub left> so that Z had to lose a spade trick at the 
end. 

At one table Y felt pretty sure that B would be able 
to stop the spades and would go no-trump^ or that he 
would not be able to go game in anything else, so he bid 
three clubs, to direct a lead. This effectually shut off 
the no-trumper, and B had to be content witii a three- 
diamond bid, against which Y and Z took home four 
tricks inunediately by leading the clubs, ruffing the third 
round and making the spade. The same thing happened 
when A took out the three diamonds with three hearts. 
The game was saved in the first four tricks. This is due 
entirely to Y's defensive bid. 



THE FOURTH HAND 

The fourth hand bids on the bidding, more than on hii 
own cards. 

Some players consider this the most advantageous 
position at the table, but it is also the most dangerous. 
If there have been preceding bids, especially doubles, 
denials, or take-outs, the fourth hand has a fund of in- 
formation at his disposal. But when no bid of any kind 
has been made, discretion would suggest throwing up 
the hand. 

If the bid comes up to him, the three others passing, 
he should be very strong to ventiue a declaration of any 
kind, seven or eight tricks at least, otherwise he is almost 
sure to run up against a snag of sdtne sort and find that 
he has cleared the way for a flood of secondary bids that 
may swamp him. He must remember that his partner, 
although in the best position for a free bid, has refused to 
make one, and will probably turn out to have little or 
nothing. If there are preceding bids, no matter by whom 
made, the whole situation is changed. 

One of the first things for the fourth hand to consider 
is whether or not it is worth while to overcall a dealer's 
no-trumper in order to direct a lead. If the suit named is 
BoUd, the no-trumper no longer exists, as it will be inune- 
diately abandoned if helpless in that suit. But if the 
fourth hand has a suit that the dealer can probably stop 
at least once, it may still be played at no-trumps. 

The usual rule is to bid any suit that will probably save 
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the game, such as one of five tricks, with a re-entry, if 
the partner has anjrthing as good as the jack to lead. 
Even if the partner has no such card, the player may be 
fortunate enough to find it on his right and be able to 
finesse against it. If the dealer has the suit stopped 
twice, he will go back to no-trumpe, and nothing is lost by 
having made the bid fourth hand. Many good players 
think that any hand that is good enough for an original 
or free bid should be good enough to ask a lead fourth 
hand when the dealer says no*trump. The band is over* 
bid only one tricL Here is a case: 
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Z bid no-trump, A and Y passing. Disregarding any 
distinction between major and minor suits, as all are alike 
in no-trumpers, B has a hand that is good for a free bid of 
one, therefore he can afford to bid two clubs to ask for a 
lead. At some tables Z passed, to see what his partner 
would do, and his partner did nothing, so Z led the king of 
diamonds and set the contract for two tricks, less simple 
honors. 
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If B does not show the dubs, A will open one or other 
of the major suits and Z will win the game, by forcing oat 
the ace of diamonds before the clubs are cleared. At one 
table Z went back to no-trumps on the supposition that 
A would not lead the dubs after Z has shown he could 
stop them. But A had more confidence in his partner 
than in his adversary, and led the suit asked for. Z 
cleared the diamonds and B led a spade, hoping for an- 
other club lead through dimuny's queen. Althougjh 
Z took a long chance to make three hearts by leading the 
jack and made his three diamonds, he could not win the 
game. This shows that the club bid, although it stood to 
lose 88 points, actually saves 67 if A is left to lead a heart; 
77 if he leads a spade. 

There are many hands in which it is dangerous to ask 
for a lead fourth hand, imless prepared to save the game 
against any possible shift. Many persons overlook this, 
and simply warn the dealer that his no-trumoer is no 
good. Take this hand: 
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At every table Z started with no-trump. It is a better 
spade; but let that pass. At every table but one, B 
asked for a diamond lead by bidding two. Of course Z 
dropped his no-trumper immediately and bid the higher 
ranking of his two major suits, intending to bid the hearts 
if his partner denied the spades. He can go game with 
either for the trump. 

At one table, when this no-trumper came up to B, he 
reasoned that in order to go game at no-trumps, it must be 
all done in the two major suits. This requires Y or Z to 
hold five cards in one or the other. If Z held them, he 
would have bid the suit. If Y held them, he would have 
taken Z out. 

Such a situation being improbable, it looks as if B should 
get into the lead in time to save game, so he says nothing. 
As it happened, A's long suit was dubs and B got home 
seven tricks at once, not only saving the game but setting 
the contract. This is fourth hand bidding on the bidding. 

Among the surest marks of a fine player are these 
foiuiJi-hand bids upon the bidding, especially if he has 
a partner opposite him that he can depend on, without 
which all auction is a guess game. We have already 
mentioned the convention used by the second hand in 
overcalling a major suit with a minor suit only when he 
can support the other major suit, even if the fourth hand 
has but foiu- cards of it, with a couple of honors. But 
suppose that instead of holding that suit the fourth band 
can stop the dealer's suit? 

It is in such cases that we realize the importance of 
sound bidding; because if the fourth hand is going to 
build up a contract on material promised, which cannot 
be produced when called for, he is bound to lose by it. 
Here is an example of what may be done by partners 
who can depend on each other. The deal was played at 
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seven tables, and only one pair got the right bid fourtli 
hand: 

No. 87 





^ 


8 








♦ 


942 









10 8 74 






Q6 


J 10 9 7 2 




V 


Y 


^ 


J9 74 3 


♦ 


8 7 3 


A B 


♦ 


Q J 10 5 





AKQ2 





J 6 5 


♦ 


A Q43 

9? 


Z 


♦ 


E 




A E 10 J 


>2 






♦ 


AE6 









9 3 






♦ 


86 5 







Z bid a heart and A two diamonds. This relieved Y 
from the duty of denying the hearts. After a little delib- 
eration B bid two no-trumps. If you came into the room 
and heard this bid, without hearing what had preceded it, 
and saw B's cards, you would probably think his no* 
trumper about the limit. But B is bidding on the bidding, 
/ not on his cards. He cannot bid the other major suit with 
the singleton king, but he can stop the hearts and the 
clubs, and his partner has the diamonds and the spades. 
There is no way for Y and Z to make more than the two 
aces and two kings in Z's hand, so B goes game. 

While it is true, as urged by some players, that when 
the second hand is the first bidder, the foiu*th hand is in 
the same position as the third hand would be if the dealer 
bid first, there is one important difference. When the 
third hand bids, the fourth hand is still to be heard from 
and he may have the suit that has not been mentioned; 
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but when the bidding comes up to the fourth hand, every 
one has had a chance to show that suit. 

This leads good players to take a chance of finding one 
major suit spUt up, when no one has declared it. I have 
seen some of these hcAd bidders get away with some 
remarkable no-trumpers that were bid solely on this pos- 
sibility of a split suit. Here is one of them, which is a 
good example of fourth hand's bidding on the bidding: 

No. 88 





^ 


E642 








^ 


9 7 











987 








J 10 


E J 94 


9 




9 


Y 


AQ73 


♦ 


10 5 3 


A B 


* 


Q J6 





AK J42 





10 6 3 


♦ 


A82 


Z 


♦ 


7 63 




9 8 5 






♦ 


AK 84 


2 









Q5 








♦ 


Q 10 5 







Z bid a club and A a diamond. When Y passed B bid 
no-trump. He reasons that his partner has something 
worth showing in diamonds. B can stop the dealer's club 
suit, and no one has mentioned the spades, so that suit is 
probably split up. 

Z led the club to have a look, and then went through the 
spades in the dummy. A put the ace right on and led out 
the diamonds for five straight tricks, after which the heart 
finesse won the game. 



SECONDARY BIDS 

Sbgondabt bids are all those made by any player who 
has passed up an opportunity to make a free bid, or ^riio 
shifts to another suit after his first bid. 

Any suit that is bid on the second round, but not od 
the &rBt, shows that while it might be considered a good 
trump suit so far as length is concerned, it is purely an 
attacking bid, and not to be depended on for defence. 
Tliese are very seldom game-going hands, even if thej 
get the declaration, unless the seoondaiy bid is made in 
answer to a strong bid from the partner. The chief use* 
fulness of secondary bids is in advancing the opponents' 
contract, or inducing them to shift to a minor suit. 

With poor partners, these secondary bids are the most 
dangerous declarations in the game, because the moment 
you overcall the opponents with one of these bids, your 
partner imagines you have been in the hi^ grass witha 
wonderful hand, and he will carry you to the ceiling; 
whence you will probably drop. about 400 in penalties. 
The biggest losses in auction start with secondary bids. 

It is sometimes difficult to distinguish between bids 
made to deny a suit, and secondary bids. As a rule, the 
meaning of both is the same, that the suit has no defensive 
strength, or it would have been shown as a free bid, and 
that the partner will therefore not find much assistance 
in his prospective dummy for his own declaration. Some 
players refuse to make any secondary bids in the minor 
suits except as denials, confining their secondary bids to 
the major suits, as attacking bids. Their opinion seeme 
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to be that weak minor suits that have to be shown at an 
exi)ense of at least a two-trick bid, are not worth the risk. 
This is not always true, as some secondary bids are worth a 
bid of three, even in minor suits. 

There should be no difficulty in distinguishing between 
the two classes of bids, denial and secondary, if one thinks 
of the conditions under which the bids are made. Sup- 
pose the third hand makes a bid after the dealer has 
passed without a bid. If the fomth hand passes and the 
dealer bids, that is invariably a denial. But if the fourth 
hand overcalls the third hand, or if the third hand has not 
made any bid, the dealer's declaration is a secondary bid. 

The most faring error made by untaught players is in 
turning good secondary bids into free bids. This vio- 
lates the first principle of correct bidding, which demands 
that all free bids shall indicate the defensive possibilities 
of the hand, as well as its attacking values. Here is a 
deal in which there was all kinds of bidding at seven tables, 
which shows that very few persons know how to bid a 
hand, even after years of experience at the card table. 

No. 89 





^ 


J3 








♦ 


A 10 6 









J 9 8 72 






7 


K 52 






V 


Y 


"^ 


AQ866 


♦ 


J943 2 


A B 


♦ 


K Q7 





Q3 





AE64 


♦ 


J 10 8 4 3 


z 


♦ 


6 




K 10 9 4 


t2 






♦ 


86 









10 5 






♦ 


A Q97 
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At the tables at which Z started with a free bid ci 
heart, he got into all sorts of trouble. At some tables Y 
let it go, and Z was set for one or two tricks, aooording 
to the skill with which the hand was played. At one 
table Y denied the hearts with two diamonds. This led 
A to try a secondary bid of two spades, instead of leaving 
his opponents in with a minor suit, which would have been 
set for three tricks. Fortunately for A, his partner took 
him out with two no-trumps and made it. 

At one table Z, A and Y all passed, and B bid a heart. 
A denied the hearts with a spade. B recognised the nature 
of this bid and went no-trump. But in this case Z knew 
nothing about Y's diamonds, and avoided the hearts by 
leading a small spade. The result was that B made only 
the odd trick, 10 points, whereas Z's original heart bid at 
other tables cost him anywhere from 50 to 150. 

A free bid second hand, which should have been re- 
served for a secondary bid, may be very dangerous in 
deceiving the partner as to the defensive value of the hand 
in the suit named. Here is a typical example of this error: 

No. 90 





^ 


Q8 








<?> 


A J 5 2 









8 7 






92 


A K 762 




^ 


Y 


s? 


AK7' 


<?> 


10 9 8 


A B 

WW 


♦ 


K64 





KQ9 62 





J3 


4> 


543 


Z 


♦ 


Q J 10 




J 10 6 5 


43 






♦ 


Q 7 3 









A 10 5 4 






♦ 
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When Z passed, waiting for the second round to bid 
the hearts, A bid a diamond and Y a spade. Trusting his 
partner for at least two tricks in diamonds, B said no- 
trump, which closed the bidding, as there was no need for 
Z to deny the spades nor bid the hearts. Z led a heart, 
as he had no spades, and set the contract for two tricks, 
establishing the hearts after getting in with the ace of 
diamonds, and making them by getting in again with the 
queen of clubs. Give A the ace and king of diamonds, 
instead of king-queen, and B makes his contract easily 
enough. A's prematiu^ bid cost him 120 points. 

There are many cases in which a secondary bid follows a 
free bid. The distinction between a secondary bid and 
a two-suiter, in which both suits were equally good for a 
free bid, lies in the reversal of the rank of the suits. In 
a two-suiter, it is always the higher ranking suit that is 
bid first. In a secondary bid, it is the lower ranking 
suit that is always bid first. This sometimes leads to 
interesting situations. Take this case: 



No. 91 





<s? 


K J 








♦ 


Q J 8642 









A 






8 5 2 


K Q J 5 






V 


Y 


s? 


A Q 10 6 4 3 


♦ 


75 


A B 


c?> 


9 3 





KQ J64 





10 752 


♦ 


A76 


Z 


♦ 


4 




9 7 








♦ 


AK 10 









9 8 3 






♦ 


109 83 


2 
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At some tables, Z did not bid anything, as he belonged 
to the old school, that will not bid a minor suit unless it 
contains five cards. The consequence was that A Ind a 
diamond, Y two clubs and B three hearts, which ended it, 
and B went game very easily. This is the result of bad 
bidding on Z's part, as shown by the result at another 
table. 

Here Z started with a club, which is the correct bid, 
having in view the shift to the secondary bid in the majcK' 
suit. Then, when A bid the diamond, Y went no-trump, 
as he could trust his partner for two tricks in clubs, ace- 
king, which looks like seven tricks laid down, even if the 
diamonds were led and established against him at onoe. 
Now B passes, as he has the lead, and Z goes two spades. 
This marks him with a secondary spade bid, probably 
without the ace, or he would have bid it originally wilJi 
two tricks outside. 

A passes, so does Y. Now B must bring his hearts into 
the spotlight, as the no-trumper has left the stage. The 
result was that the hearts and the spades were bid up 
to four tricks. When the hearts ventured to five, they 
were doubled and set for 100. Z would not go to five 
spades, as he knew he must lose some tricks in the red 
suits. 

As a rule, secondary bids in minor suits are pretty 
strong in the matter of length, or they are not worth a bid. 
The bidder must remember the difficulty of going game 
in the minor suits, and if it is improbable that the other 
side can go game, secondary minor-suit bids should be 
avoided if they are not reasonably sure of at least the 
contract. They are frequently useful in pushing the 
opponents a Httle beyond their depth without running 
any special risk in so doing, but the partner is not sup- 
p(»ed to support such bids, unless he is veiy sure of his 
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ground. He need never deny a secondary bid in a minor 
suit. Here is an example: 

No. 92 





s? 


10 9 4 






<?> 


Q J 10 S 







4 




63 


K J 10 6 4 


9 


Y 


S? K Q J 72 


♦ 


A 7 63 2 


A B 


(?) K9 84 





A9 5 


Q6 


♦ 


A Q5 


z 


4> 7 2 




ASS 






♦ 









K J 10 8 7 3 2 




♦ 


9 8 3 





Z passed and A bid no-trmnp. Y passed and B bid 
two hearts. Now Z bids three diamonds. This is a per- 
fectly somid secondary bid. If A goes back to no-trumps, 
Y knows what to lead. If either A or B goes back to 
hearts, the diamond bid is void, that is all. If Z is left 
with it, he cannot lose the game; that is certain. 

At one table A took a chance and went back to his no- 
trumper, as he had only two small hearts, and was set 
for three tricks, as Y led the diamond and the suit cleared 
up at once. At another table A passed, and B went to 
three hearts, but was set one, because Z would not lead 
the diamonds and Y finally got in on the clubs and led 
them to him. Being more cautious at another table, A 
went to {o\xr clubs over Z's three diamonds, and he was 
set one trick with the honors against him. 

The curious thing about the hand was that at the 
only table at which Z was left in with his three-diamond 
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bid he made four by cards by winning the first heart 
trick and leading the spades liirough A, so that Y should 
lead the trump. 

There is a t3rpe of hand in which there is no Intimate 
free bid in either of the major suits, but one of them may 
have the length without the tops, and the other the tops 
without the length. All such hands are peculiarly sec- 
ondary bids, because there is nothing to be afraid of, 
unless the opponents are strong enough to go game in a 
minor suit, in which case no sort of biddiog would stop 
them. 

The player who has the patience to wait for the second 
roimd will often be pleasantly surprised to hear an oppo- 
nent make the bid that was beiog held in reserve. Take 
this hand: 

No- 93 





^ 


75 








♦ 


Q 73 









K J 7 65 






9 64 


9 6 2 






s? 


Y 


V 


Q J 10 8 2 


♦ 


A K8 2 


A B 


♦ 


9 64 





8 





A Q932 


♦ 


AQ J54 


Z 


♦ 






A K 3 








♦ 


J 10 5 









10 4 






♦ 


K 10 8 7 


'3 





At every table at which Z started with a spade, A 
passed, and both Y and B passed, so that Z was set for 
two tricks. When Z passed, as he should do, waiting for 
the opportimity to make a secondary bid, A bid the spades 
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and B denied them with two hearts, which every one 
passed. B made his contract, but not the game. Z led 
the jack of clubs, and Y eventually got in on the third 
round and led the jack of diamonds, upon which B put 
the ace, so as to ruff drnnmy with a small diamond, in- 
stead of risking the finesse. 

The best rule for the partner, in considering the advis- 
ability of assisting secondary bids in the major suits, 
is to count the hand as worth an ace less than would 
be necessary for a free bid. The situation is much the 
same as those in which a player is forced to bid one trick 
more than his hand is really worth in order to overcall a 
previous bid when he is not the first bidder. Here is an 
illustration of this point: 

No. 94 





^ 


A Q3 




♦ 


J 10 7 5 







Q J4 




10 9 2 


9 5 


^ 


Y 


♦ 


9 6 2 


A B 





AK8 7 


♦ 


764 


Z 




K J 8 7 




♦ 


KB 







953 




♦ 


Q J3 



9? 


64 


* 


A Q 3 





10 6 2 


♦ 


A K 10 8 2 



Z passed, A bid a diamond and B a spade. Now Z bids 
two hearts. This shows that he had some sort of a heart 
bid all the time, but had not the defensive element. A 
passed, having bid his hand at the start, but B rebid the 
spades. Y's hand is quite good enough for one assist for 
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a free bid, but is not strong enougb to assist a seoondazy 
bid, if he is careful to make allowance for the fact that the 
dealer is at least an ace weaker than a free bid. The 
play, therefore, is for Y to pass, and save the game. B 
can make two spades, but no more. If Y goes to three 
hearts, he will be set, but will have 32 in honors to score. 
This he does not know when it is his turn to bid. lie 
possible difference is not worth the risk. 



THE PARTNER'S SILENCE 

One of the important elements in the bidding, and one 
that is probably most neglected by the average player, is 
the silence of the partner. When you are bidding against 
the other side, and your partner has nothing to say, it 
may be for either of two reasons: he is powerless to help 
you, or he has the opposing declaration all sewed up. 
Here is an example of what one may see every day: 



No. 95 



S?K J 8 7 

<S> AQJ 

— 
4> 10 8 6 4 



s? 


Q 10 9 6 


♦ 


K42 





9 


♦ 


A K 7 5 


53 


Y 




A B 




Z 


s? 


A2 


♦ 


9 7 5 3 





AE Q7 


♦ 


Q 







10 8 6 

J 10 8 6 4 2 

J 93 2 



53 



Z bid a diamond, A a heart, Y and B passed. Y's fail- 
ure to assist made no impression on Z, who went to two 
diamonds, A to two hearts, and then Z to three diamonds 
and A to three hearts, Y and B passing each time. Now it 
begins to look as if it were time for Y to double three 
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hearts, but if he does and A makes it, he goes game, so T 
waits for the free double, if A goes to four. Z w«it to 
four diamonds, and A stopped. 

The diamond contract was set for two tricks. Had Z 
paid a little more attention to his partner's silence they 
would have set the three-heart contract for four tricks. 
Had A paid more attention to Y's sflence, he would have 
stopped bidding after one round. Y's failing to assist 
the diamonds and A's having none himself should have 
suggested giving B a chance to say what he thou^t 
about the heart contract. Then B's silence would have 
indicated that he preferred the diamonds, and they would 
have saved the game, instead of being placed in a poeitioo 
that might have cost them 400 in penalties had Y doubled 
three hearts. 

Here is a hand which is interesting from the fact that 
one of two very fine players who held Y's cards kept quiet, 
while the other went no-trumps. Z remarked stfter the 
hand that he "listened'' to the silence of his partner in the 
first case: 



No. 96 







^ 


A Q9 6 54 








♦ 


K J 5 











9 73 






K 10 8 7 3 2 


3 






7 


Y 


f^ 




♦ 


A Q6 




A B 


cS> 


10 9 42 





A 







10 8 6 5 3 


♦ 


Q54 


V 


Z 


♦ 


97 62 




J 










c?> 


8 73 











K Q J4 








♦ 


A K J IC 


)8 
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Z bid a spade and A two hearts. Y and B passed. As 
Z was quite strong enough for a rebid, he went to two 
spades, and A to three hearts, Y and B again passing. 
At this point Z listened to his partner's sUenoe, and all 
that A made was four tricks, being set for 266. Z could 
not have gone game in spades. 

At the other table Y did not keep sflence, but went 
three no-trumps over three hearts, as soon as Z rebid his 
hand. Y made four odd, but that was only 165 points, as 
the aces were ea^. 



,PART II 
THE PLAY 

As soon as the final declaration is made, the next thing 
is to play the hand, in order to see if the declarer can 
make his contract. The objective of his opponents is 
to save the game. That being safe, setting the contract 
becomes a secondary consideration. In some cases, when 
neither of these is possible, the chief care must be to save 
extra tricks and slams. 

The declarer is always playing the attacking end, and 
his adversaries must always consider themselves on the 
defensive. As it is the adversaries that have to start the 
play by an opening lead we shall consider their side of the 
game first. 

There are three elements in the play which pertain to 
the defence. Bad judgm^it in the bidding may be for- 
given, but the plays are conventional and mechanical. 
These three are : the leads, which require the selection of a 
suit and a certain card in that suit; the echoes, by which 
the partner shows what he holds in the suit led; and the 
discards, which indicate protection in suits which have not 
been led or declared. 

These three conventions are again divided into two 
distinct sets, according to whether the partners are playing 
against a trump or a no-trumper. Against a trump suit, 
in which the declarer is invariably both long and strong, 
the object is to get home as many tricks as possible early in 
the play, before the declarer gets in, draws all your trumps 
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and makes his own or dummy's long suit, upon which 
he will discard his losing cards in your suits. Then 
some of your high cards may be trumped, through being 
held back too long. If you will watch a number of trump 
contracts, you will readily see that veiy few tricks are 
won from the declarer with any card below a que^i, and 
that many cards higher than a queen go to sleep. 

But the declarer himself will frequently win a number 
of tricks with inferior cards by taldng your trumps out, 
so that you cannot stop the suit; while he still has trumps 
enough left to ruff the inferior cards of your suits. If be 
had to use up all his own trumps to catch yours, one side 
would have just as good a chance as the other with the 
, smaller cards of the plain suits. 

This shows that when there is no trump suit to start 
with, the object of both sides is the same, to make tricks 
with the smaller cards, as the aces and kings are good any 
time. For this reason the opponents of a no-trumper 
should be in no rush to get home their sure tricks, as they 
would be when opposed to a trump declaration, but 
should keep those high cards for purposes of re-entry, 
after they have forced the intermediate cards out of their 
way. 

The point for the player to remember is ihai, it does 
not matter who holds those intermediate cards, the 
partner or the declarer. The thing is to get them out 
If the declarer holds them, they must be forced out or 
caught. If the partner holds them, they should be gives 
up, willingly and at once. 

These are the general principles. We are now leadi^ 
to examine the conventional plays by which th^ are 
carried out, confining our attention for the present to the 
defence, or the play against the declarer. 



LEADS AGAINST TRUMP CONTRACTS 

Thb first consideration is the selection of the suit, 
which may depend on what bids, if any, have been made 
by the leader or his partner, or both. Three simple rules 
govern this, the trump lead beiug excluded. 

If you have any suit headed by both ace and king, 
lead the king, regardless of what the bidding has been. 
For the second trick, if your partner has declared a suit, 
lead the best card you hold in it. Then he knows just 
what high cards are against him in the hand of the de- 
clarer, and he also knows you hold an ace, with which he 
can put you back into the lead at any time. 

Having no ace-king suit of your own, lead the best 
card of your partner's declared suit. 

If he has not declared an3rthing, lead any suit headed 
by two or more touching honors, such as king-queen, or 
queen-jack, and always lead the higher honor of the two 
when neither of them is the ace. 

It is always well to avoid, if possible, all suits headed by 
honors that do not touch, such as ace-queen, king-jack, 
or queen-ten. If all three plain suits are of that nature, 
the best defence is to lead the trump. Then your part- 
ner wHl know that he can lead up to dummy with con- 
fidence that you can take care of any of the plain suits. 

Ebving sdected the suit, the next point is the card. 
The object of leading certain cards when others would 
apparently do just as well, is to afBrm or deny the pos- 
session of certain other cards in that suit. Sometimes the 
lead afiSrms only; at others it denies only; at times it 
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does both. There are three rules that govern all the 
opening leads of high cards. These are: 

The lead of a king shows that the aoe or the queen is 
behind the king; or both ace and queen. 

The lead of an ace denies the king. 

The lead of a queen or jack denies any higher card 
in the suit, and invariably shows the card next below. It 
is useless to lead a queen without the jack, or a jack 
without the ten, unless it is the partner's suit. 

When there is no high-card combination from which a 
high card should be led, the rule is to begin with the 
fourth-best, counting from the top of the suit. From 
E 8 7 6 4, for instance, lead the 6. This is called the 
card of uniformity, and its uses will be explained when we 
come to no-trumpers. From any suit headed by the ace, 
without the king, the ace should always be led if that sdt 
must be opened at all. 

Some persons do not think it makes any dififerenoe 
which card is led, so that it will win the trick, but every 
now and then a situation comes up which shows it does. 
Take this case as an example: 

No. 97 
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7 


10 3 2 








♦ 











8 6 5 32 






7 5 


A Q J 76 




V 


Y 


^ 


864 


♦ 


AK J 73 


A B 


♦ 


Q64 2 





K9 7 





J 10 4 


♦ 


10 8 4 


Z 


♦ 


K9$ 




A K Q J 


9 






♦ 


10 9 85 









AQ 






♦ 


32 
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Z got the CQDtract at hearts, and A led the aoe of dube. 
This denies the king, and inB^s view marks that card 
as with Z. Now let us see what consequences flow from 
this deception. Z gets out the adverse trumps. If he 
can finesse the spades successfully, he can get in again 
with the ace of diamonds, without that finesse, and go 
game. When B wins the spade he sees that if he leads a 
club Z will get right in and go game with the established 
spade suit, which must drop in two more leads if Z has a 
spade. The only chance, therefore, seems to be to lead 
up to dummy's weak diamonds. Z puts the ace right on 
and goes game with five by cards. If A had led cor- 
rectly, the return of the club would have saved the 
game. 

Here is an illustration of the advantage of leading the 
trump in preference to opening undersirable plain suits. 



No. 88 
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10 9 7 








♦ 


Q3 









10 8 5 






83 


A 10 8 6 4 
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Y 


^ 


K64 


♦ 


K J9 


A B 


♦ 


10 8 7 





A J 62 





Q73 


♦ 


K9 73 


z 


♦ 


J 6 




AQ J 5 


2 






♦ 


A62 









K94 






♦ 


Q2 







64 



The contract is in hearts, A to lead. When A opened 
with a small spade, Z won with the queen, returned the 
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suit and finessed the ten. Then he exhausted the trumps, 
catching the king on the third round. A small dub to 
dummy^s queen, and A put on the king, leading one of his 
equals in spades dummy held up the aoe, and Z trumped 
A small club put dummy in to make his two spades and 
give Z two diamond discards, five odd and game. A 
diamond opening gave Z four odd at another table. 

The trump opening killed B's king on the first tricL 
Z led a small club and A passed it up. At one table 
Y returned the club and got a ru£f, at another he led a 
small spade and A made the king. The moment A gets in 
he leads another trump. Now Z can kill the king of clubs 
and lose three diamonds at the end, or A makes the spade 
nine and Z loses two diamonds. In no way can Z go 
game gainst a trump lead. 

Some persons object to this opening, as it may kill an 
honor in the partner's hand. Tlie answer to this is that 
the partner need not play the honor if he can save it; 
but that if he cannot save it by holding it up, he could not 
have saved it if dimuny led the trump. This hand went 
the round of seven tables, and only two players saved the 
game, by a trump lead in both instances. 

The card to lead for the second round is governed by 
the same rules whether pla3ring against a trump suit or 
a no-trumper, so the reader may be referred to those ia 
the next chapter. 

It is considered bad policy to lead a singleton, for a 
ruff, when you have four trumps, no matter how small. 
Lead your best suit. If you can get one force on the 
declarer he may be down to your level on the trumps, 
with only four left, and another force may kill him, leaving 
you with the long trump and a suit. Even if the long 
suit is a tenace suit, it is the best opening. 

Here is a deal in which every player who opened with 
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the short suit or the singleton lost the game, and every 
one that led his long suit saved it: 

No 99 





^ 


9 5 








♦ 


K7 52 









A J9 






QJ 


10 54 2 






^ 


Y 


V 


AK 10 4 


♦ 


10 6 4 


A B 


♦ 


8 





Q7 642 





E 10 5 3 


♦ 


K86 


Z 


♦ 


A93 




8 7 6 3 








♦ 


A Q J 9 3 









8 






♦ 


Q J 7 







Z bid a club, which went round to B, who bid a heart. 
When Z leads the diamond, his partner knows that it 
must be a singleton, as it is not the suit Z named in the 
bidding, so he puts on the ace and returns it. Now it 
does not matter what Z leads. At some tables he led a 
spade through dummy's king, at others the clubs. If a 
club, B is forced on the second round, but he can pull all 
Z's trumps and still have one left. Dummy gets in with 
the spade king and on the fifth diamond B discards his 
losing spade. Four odd and game. 

When Z opened with the clubs, B was forced on the 
second round. When he led the diamonds, he was forced 
again and then if he tried to drop the tnunps he stopped 
at two by cards. If B tried to drop the trumps before 
leading the diamond, the result was the same, two odd 
only. 

When Z opened the hand with a spade, he lost five odd, 
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as B exhausted the trumps and took the diamond 
after wuming the first trick in spades himself with the t 
A short-suit opening, with four trumps, is as bad as a 
singleton. 

It is considered poor play to open with a ain^etoii, 
unless you can stop the trump lead at once and tiy to grt 
your partner in on some other suit, in case the dedarer 
wins the first suit you lead and starts the trumps. If you 
cannot stop the trump lead, you may find that you faa^e 
killed a good honor in your partner's hand and set up a 
suit for the declarer, at the same time being oompelfed 
to discard much of the protection you had in other suits. 

Some very good players make it a rule never to open a 
two-card suit unless it is the one their partner has named 
in his bidding. They maintain that this enables the part- 
ner to distinguish instantly, in many cases, between suits 
that can be ruffed and suits that will go roimd three times. 
With ace-king only, the rule is to lead the ace first, and 
then the king. This shows no more, and a willingneGs 
to be ruffed. 

When either the leader or his partner has named a 
suit, that suit should invariably be led. When a suit has 
been named and is not led, the card that is led should be 
an absolute singleton, and invite a ruff. 

Those opposed to a trump contract must keep con- 
stantly in view the declarer's objective in the majority of 
such hands, which will be to get out the trumps and then 
discard his losers on the established cards of some oth^ 
suit. This natxu*ally suggests that it is unwise to estab- 
lish any such cards for the declarer or the dununy if one 
can help it. 

One situation is very common, and is continually mis- 
played. On the second or third round of the leader's 
suit it looks as if the declarer might still have one, or he 



POSTER ON AUCTION 



275 



mi^t not. If going on with a high card will leave dununy 
with the best of the suit, it is usually bad play if there is 
any doubt about the declarer's being able to follow suit. 

If the leader is sure that the declarer can follow, and 
miiking sure of the trick may be vital, no harm may 
come of it, as the declarer could lead the suit again him- 
self and force out the high card if it is not led at once. 
But if there is any doubt about the matter, it is always 
better to shift. Then, if the partner can get in, he will 
come through the declarer with that suit. If it is not 
trumped, the high card in the leader's hand wins. If it 
is trumped, the high card is held back, and still controls 
the suit, as against dummy. Here is a typical case: 

No. 100 





7 


A 73 






♦ 


Q 8 6 5 







E 9 3 




J 10 9 4 


9 8 5 




s? 


Y 


7 


<?> 


A E 10 


A B 


♦ 





8 7 4 





♦ 


10 2 


z 


♦ 




Q6 






♦ 


2 







J 10 5 2 




♦ 


A Q J 6 


43 



E 8 5 2 
J 7 4 3 
A Q 6 
K7 



Z bid two spades, and A three clubs, showing he could 
support hearts, but Y headed B off by bidding three 
spades. At every table at which A led two rounds of clubs, 
Z went game, by ruffing the second round, and leading 
a heart, dimuny playing the ace and giving Z a heart 
discard on the queen of clubs. 



LEADS AGAINST NO-TRUMPERS 

Againbt no-trumpers, your partner not having flhown 
anjrthing, select length in preference to high cards in 
picking a suit for the opening. With five to the aoe in 
one suit, and three to ibe king-queen in another, lead the 
fourth-best card of the five. If your partner has bid a 
suit, lead the best you have of it, unless you have an aoe- 
king suit of your own, in which case, show the aoe by 
leading the king, and then lead his suit. 

When your partner has not shown any suit, lead your 
own, and the longest you have. If there is a cloee choice 
between two suits, prefer the major suit to the minor, as 
almost all no-trumpers are bid on strength in the minor 
suits. It is very seldom that a player will run into a 
strong major suit in the declarer's hand, but to open a 
weak minor suit, such as four to one honor, may be fatal 

There being no fear of losing your high cards by having 
them trumped, it is the rule not to lead from less than three 
honors at the head of a suit, unless you have at least six 
cards. From five to the ace-king, even, lead the fourth- 
best. The object is to leave your partner with one 
of the suit to return, in case he gets in before you do, 
which is highly improbable if you lead out three rounds 
at once. You will lose the first trick probably, but jrou 
would have lost it in any case if the declarer has it stopped. 
Starting with the small card, you may make four tricks 
later. 

Holding three honors, the same rules apply as for the, 
leads against a trump. The king shows ace or queen or 
both. When there is no sure trick in any other suit, it 
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ia best to get any intennediate high cards out of the way 
at onoei so as to leave the partner with some of the suit to 
return. 

With ace^iueen-jack, for instance, lead the queen 
against a no-trumper, so as to get the king out at once, 
but with an outside re-entry, lead the ace first. With 
aoe-jack-ten, lead the jack first if there is no re-entry in 
another suit. 

The second lead from three honors depends on what 
happened on the first lead. With ace-king-queen, having 
led the king, your partner knows you have the ace, as your 
king wins. Never tell him anything he already knows if 
you can tell him anything he does not know. Follow 
with the queen. To follow with the ace denies the queen. 
Make these two leads even when holding ace-king-queen- 
jack. ^ ' 

Holding king-queen-jack, if yom: king wins, your part- 
ner may have the ace, or the declarer maybe holding it up. 
Follow with the jack, which denies the ace. Your partner 
knows you have the queen. 

Holding king-<|ueen-ten, if the king wins, it is often 
better to shift, as the declarer is very likely to hold up the 
ace-jack for what is called the Bath coup. If you do go 
on, lead your original fourth-best. 

Some players lead the jack from king-jack-ten, but it 
confuses the lead with that from ace-jack-ten, and the ten 
is the better opening, if the suit must be led. It is one of 
the worst combinations to lead away from. 

It is sometimes objected that these interior leads are 
confusing, but this is not so in practice. Such leads 
are never made except against no-trumpers, and any 
high card shows the partner that the leader holds three 
honors. Take the case of the queen lead from ace-queen- 
jack. This denies the king. The only other combina- 
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lion would be from queen-jack-ten. The return will 
show which it was. 

When the declarer has bid no-tmmps after you ha^e 
named a suit, he usually has that suit stopped. Toa 
cannot help this, as you cannot catch his stopper unlesi 
you have the ace and other honors, such as aoe^iiieen. 
In that case you may take a chance on some other suit, 
hoping to get your partner to come through the king. If 
his stopper is the ace, it is better to have it out of your 
way at once. 

If it is your partner who has bid a suit befare the final 
no-trumper, and you have no high card in it that woaU 
catch the declarer's stopper, there is nothing to be gained 
and everything to be lost by not leading your partner't 
suit at once. If you lead anything else, you may kill his 
only re-entiy before he can get his suit cleared. 9an» 
players will bid no-trumps without any protection in a 
suit, as a bluff, thinking it will not be led. Trust your 
partner in all such cases; as he has no object in deceivii« 
you. 



SUBSEQUENT PLAY 

After the opening lead, everything depends on what 
turns up in the dummy and what cards faU from the 
various hands. It is impossible to go into all these details 
in a text-book, but a few general suggestions may be 
useful. 

It is always better to lead through dummy's strong 
suits than through weak ones, provided the hi^ cards in 
the dummy are not touching honors. That is, lead 
through an ace-queen suit, or a king-jack, but not throu|^ 
ace-king, or king-queen-jack. 

Leave it to your partner to lead up to dummy's weak 
suits, which he is sure to do when in doubt how to go on. 
This will enable you to save any secondary honors you 
may hold in such suits, such as guarded kings, or to make 
tenaces, such as ace-queen, or king-jack. 

If you have led a king from king-queen and others, 
and the king wins, do not jump to the conclusion that 
your partner has the ace if the j ack is alone in the dummy. 
Lead your queen, to make sure that the ace and jack do 
not make separately against you. 

It is usually bad policy to exhaust a suit in the dimuny, 
while dummy has any small trumps, as you get him in a 
good position to ruff that suit. You should also avoid 
going on with a suit if it will obviously establish one or 
more cards of that suit in dummy. Do not follow the 
king with the ace if dummy has the guarded queen, 
unless you have reason to believe your partner can trump 
the queen. 
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THE LEADER'S PARTNER 

The duty of the leader is to show what cards he holds or 
does not hold in the suits he leads. The duty of the 
partner is to supplement this information by ahowiog 
what he can do in those suits. The method vari^ in 
tmmp contracts and no-trumpers in the matter of play on 
high cards led> but it is the same all through on small card 
leads, so it may be well to dispose of these first. 

When a smaU card is led and dunmiy plays small, the 
play of the third hand is the same whether the declaratioB 
is a trump or no-trumpi and the rule governing it is always 
the same: 

Never pay a dollar for a trick that you can get for fifty 
cents. 

Many auction players seem to have imbibed the old 
whist maxim: '^ Second-hand low; third4uuid hi^/' 
which is one of the most misleading attempts to abbreviate 
a rule that was ever grafted upon a game. The terms 
hi^ and low in this maxim refer to the distinction be- 
tween high cards and low cards; not to the top and bot- 
tom cards of the suit. Unfortunately, those who are in 
the habit of guiding their play by such maxims as this 
take it for granted that ''third-hand high'' means the 
highest card they hold. 

If the third hand holds ace-six-deuce, his play is the 
ace, which is a high card as distinguished from the six 
and deuce, which are low cards. But if third hand holds 
ace-king-deucei his play is the king; not the ace. He is 
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still plajring third-hand high, but he is not paying a dollar 
for a trick that he can get for fifty cents. 

A much more comprehensive rule for the third hand is to 
win the trick as cheaply as possible, estimating the cost 
by the rank of the card required. If a player wins the 
first round of a suit with the nine he naturally remarks, 
'' That was a cheap trick." If he has to put up an ace to 
beat a seven, he considers it expensive. If we call aces 
worth a dollar, kings fifty cents, and queens a quarter, we 
get a working idea of values to start with. So far as 
winning the trick is concerned, it does not matter whether 
you play the ace or the king if you hold both, but if you 
pay a dollar for a trick that you could have had for fifty 
cents, you deceive your partner as to the value of the 
remainder of your hand. He thinks you have exhausted 
your capital in that suit, when you actually have a dollar 
left. 

Following out this principle, the third hand should 
play the lowest of any sequence of touching honors. 
From king-queen-jack, play the jack; from queen-jack- 
ten, the ten; from king-<|ueen and others, the queen. If 
dununy holds the intermediate cards and does not play 
them, you must be careful to count them as part of your 
sequence. Holding king-jack, for instance, the queen in 
dummy, play the jack if diunmy keeps the queen. If you 
put on the king, you deny the jack. 

If the leader is a good player, and watches the fall of 
the cards carefully, the denial of certain cards in his suit 
may influence his play just as much as the denial of the 
suit might modify his bidding. Suppose the lead is from 
five to the king. Dummy has nothing, and third hand 
plays the queen, won by the declarer with the ace. This 
marks the declarer with the jack. But if third hand 
plays the jack, won by the ace, third hand is marked with 
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;th6 queen, because the declarer would not pay a dollar 
for a trick that he could get for a quarter, and at the same 
time promote the leader's king to the command of the 
suit. 

Beginners often insist that it does not matter whether 
they win a trick with the ace or the king, if they come 
rig^t back with the other winning card. But it does 
matter, because to win a trick with the higher ci two 
touching hcmors and lead the other is a conventicHuJ 
way of showing no more, and a desire to ruff that suit 
Here is an example of the trouble that one improper play 
third hand may lead to: 



No. 101 



7 A3 





♦ 


10 7 5 











Q J 9 8 72 






K9 2 


K 6 






^ 


Y 


V 


Q J 10 8 


♦ 


J9 864 


A B 


♦ 


KQ3 





K 5 





10 6 


♦ 


QJ7 


Z 


♦ 


8432 




7 6 64 








♦ 


A2 









A4 3 






♦ 


A 10 9 5 







Z bid no-trump and A led the six of clvlbs, upon which 
B played the king and Z the ace. A at once infers that B 
had to play the king, which denies the queen, so that card 
must be with Z, and if A leads clubs again, he loses tricks 
to both queen and ten. Two rounds of diamonds put A 
in. He sees that if he leads a heart all the diamonds 



FOSTER ON AUCTION 283 

make. If he leads a dub, the same thing. The only 
chanoe seems to be a spade through dummy's king. That 
laay be Z's weak suit. 

On the diamonds, Z sheds two hearts and a club, and A 
has to unguard something, but is afraid to unguard the 
dubs while Y has the heart for re-entry and Z has the club 
queen, so he let go a spade. Now Z makes three spade 
tricks, and A has to discard a heart, thinking dummy would 
blank the ace and make the ten of clubs. This gave Z 
the last trick with the seven of hearts, little slam. If B 
plays correctly to the first trick, A will lead another dub, 
and four clubs, with the king of diamonds, save the game. 
Passing now to the third hand's play on high cards, we 
have to make a sharp distinction between trump con- 
tracts and no-trumpers. All plays by the third hand 
that make no attempt to win the trick, are called echoes. 
Two simple rules govern this part of the game: 

When there is a trump suit, show your partner whether 
or not you can ruff the third round of his suit. This is 
called the down-and-out echo. 

When there are no-trumps, show how many high cards 
you have in your partner's suit. This is known as the 
Foster echo. 

With a trump, if you hold only two cards of your part- 
ner's suit, and make no attempt to win the trick, play 
the higher card first, unless it is as good as the jack. 
When the lower card falls, he will know you have no more 
and can ruff. With one as good as the jack, this is unnec- 
essary, because if your partner leads two winning cards, 
king and ace, for instance, it is obvious that you have the 
queen or no more, if you have to drop the jack on the 
second round. 

But with three in the suit, play the lowest, when you 
are simply following suit. This will mark you with two 
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more at least, or no more. The leader may be aUe to 
ten which. In the majority of cases the use of this edo 
leads to nothing more than the leader's confidence tihat 
his partner can save a small trump by ruffing and will get 
the lead up to dummy. With four trumps, or any reason 
for not wishing to be forced, the partner will avoid the 
echo, even with only two of the suit. There are occa- 
sional deals in which this echo is very effective, espedaDy 
if both partners can use it, each on a different suit. Here 
is an example: 

No. 102 





7 


543 








♦ 


EQ752 









10 5 






Q82 


10 8 7 






7 


Y 


<7> 


J7 


♦ 


J 84 


A B 


♦ 


10 9 63 





A K Q42 





83 


♦ 


92 


Z 


♦ 


AK654 




A E lOi 


)6 






♦ 


A 









J 9 7 6 






♦ 


Q J 3 







Z and Y carried this to three hearts on Y's assist after 
B had bid the spades. A's assist is excusable but Y's is 
not. By good play at one table Z set the spade contract, 
as he led the queen of trumps after getting rid of the ace 
of clubs and making one heart trick. Then he gave up 
the jack on the chance that Y had the ten for re-entry. 
Y must have assisted on clubs. 

The usual play was against the hearts, when A led two 
winning diamonds, king then queen, got an echo from B, 
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and ruffed him. Then B led king and aoe of spades, got 
an echo from A and ruffed him. Then A led the small 
diamond, so as to be sure B would trump it, if Y passed, 
as that must save A's queen of trumps if B leads another 
spade. This set the heart contract for four tricks. 

Some players use this echo to show they can win the 
third round with a high card. They call it the *' come-on," 
or encouraging echo, and the idea is that it shall prevent 
the leader from shifting. As they use the same echo to 
show they are down-and-out, it is bad practice. Any 
play that has a double meaning is false in principle. 
Sometimes it does not matter, but at times the game may 
hang in the balance, and the leader does not know what to 
do if his partner's plays have a double meaoing. Here 
is an example: 

No. 103 





^ 


£10 9 








♦ 


65 









J 7 6 






76 


A Q9 32 




7 


Y 


9? 


542 


♦ 


A Q72 


A B 


♦ 


K 9 843 





A K 9 4 2 





Q83 


♦ 


K8 


Z 


♦ 


54 




A Q J 8 


3 






♦ 


J 10 









10 6 






♦ 


J 10 7 6 







Z bid a heart, A doubled, and Y said two hearts, so 
B passed. A led the king and ace of diamonds, upon 
which B played the eight and trey. If this means no 
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morBi B can rufF, and as he must lead a club up to dummy, 
the game is safe. But if it means that B has the queen, 
and that it is Z that will ruff, the only chance is to lead 
the dubs now. At the tables at which B did not echo, A 
led the clubs, and saved the game. At the tables at 
which A was in doubt, he went on with the diamonds and 
lost the game, as Z got a club discard on the fifth spade. 

In playing against no-trumpers, the object of the echo 
is to show the leader just how many high cards are in the 
hand of the declarer, in that suit, and at the same time 
to make sure that the third hand does not obstruct or 
block a suit in which the leader is longer than third hand. 
If one hand holds five or six cards and the partner three, 
the three should be so played that the five or six have a 
clear field. I have always insisted that this can best be 
carried out by the Foster echo, which I have advocated 
for years. The rule is this, the third hand being the 
leader's partner. 

When the third hand makes no attempt to win the 
trick, he should play his second-best card of the suit* 
regardless of number or value. 

This accomplishes both objects in the defence against 
no-trumpers. It makes sure of unblocking the partner's 
suit by keeping a small card to the last, and it shows the 
leader what is against him. In addition to this, it instantly 
exposes any attempt by the declarer to deceive the leader 
as to the number of high cards in the concealed hand. 

The only difficulty beginners have with this {day is due 
to inattention to the question of whether or not they 
are making any attempt to win the trick. If third hand 
holds king-queen small, and dummy puts on the ace 
second hand, the third hand certainly cannot make any 
attempt to win the trick. In such cases he must play his 
second-best card^ the queen. Suppose the lead is a 
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queen, and third hand holds king-nine-deuce, dununy 
having only small cards. Third hand should play the 
nine, as it is not necessary for him to win his partner's 
queen, and the nine is the third hand's second-best. If 
the third hand held the ace, but not the king, he would 
put it on, 80 as not to let a possible lone king win the first 
trick. 

In case the player who has started this echo as third 
hand gets into the lead himself, before his partner has 
any opportunity to continue the suit and see the com- 
pletion of the echo, the rule is to lead the best card he 
holds of his partner's suit. Haying played the ten from 
jack, ten small, for instance, on his partner's original 
lead of a king, he would lead the jack; keeping the 
small card to be sure of unblocking the suit. The 
strength of this echo is in enabling the leader to miss 
the smallest cards of the suit in many instances, and 
count them aa in third hand. 

The first part of this echo shows the situation with 
regard to the higher cards of the suit. The completion of 
the echo indicates number. The rule is that after having 
played the second-best to the first round, the lowest card 
of the suit shall alwajrs be kept until the last. If there 
are only three cards in the suit, such as eight, six, four, 
the six being played to the first round, the eight must be 
played to the next, keeping the four to the end. 

But with four in suit, the remaining second-best should 
be played to the second roimd. With eight, six, four, 
deuce, for example, after the six, play the four. As the 
rule is to keep the smallest card to the last, there must 
be a smaller card than the four still in hand, and one above 
the six. It is impossible to confuse these plays, one 
showing three in suit, the other four. The only uncer- 
tainty is between two cards and three, unless the first 
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played must be the smallest possible. This part of the 
play is chiefly useful in showing the leader whether (mt not 
the declarer's cards can all be caught or forced out. Here 
is a simple case: 

No. 104 





7 


76 








♦ 


K 10 7 6 2 









Q54 






AE9 542 


9 5 






^ 


Y 


^ 


J 10 3 


♦ 


J 


A B 


♦ 


9 843 





K7 





82 


♦ 


Q872 

7 


Z 


4> 


10 64 3 




Q8 








♦ 


A Q5 









A J 10 9 6 






♦ 


A K J 







Z bid no-trumps and A led the king of hearts, on which 
B played the three, instead of the ten. On the ace of 
hearts, the queen drops, but B blocks the suit with the 
jack, and must win the third round. When he leads a 
spade, Z wins with the king and makes his five clubs. On 
these A must throw away all his hearts to keep a guard 
for the diamonds and the spades. After Z gives him the 
spade trick, he must lose two diamonds, so that Z goes 
game. If B had played his second-best heart on the first 
trick, and kept the trey for the third round, the six hearts 
in A's hand would have saved the game. 

This echo should be used on all suits led by the partner, 
whether they are the first suits opened or not. A little 
carelessness in this respect may miss an opportunity. 
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Here is a curious example of the value cl this echo to a 
sharp player, who can trust his partner: 

No. 105 







^ 


KQ 










♦ 


A K 10 8 6 











K J 






7 54 


♦ 


109 86 






s? 


Y 


V 


J932 


4> 


7 




A B 

f9 


♦ 


Q93 





9 86 







A Q 10 7 2 


4> 


AQ J7 


4 2 


z 


♦ 


E 




A 10 8 6 










♦ 


J 54 2 











54 3 








♦ 


53 







Z passed without a bid, A one spade and Y no-trump, 
trusting to fotu* spades to the ten to stop the suit, with 
the probability that B will be afraid to lead spades. B 
led the spade king, and A saw that either he had no more 
and Y had the suit stopped if A overtook the king, or B 
had another, so he let the king run. B then led the ace 
of diamonds, on which A played his second-best, the eight. 
This marks him with the nine or king, and apparently the 
missing six. B therefore leads the seven of diamonds 
and Y wins with the king, A playing the nine. 

There is no way for Y to make the hearts imless he 
first clears the clubs. As they do not drop in two rounds, 
he goes on, and B is in, A having discarded two hearts, so 
as to keep the diamond to lead to B. Instead of making 
his three diamonds and then losing all the rest of the 
tricks, B leads the deuce of diamonds, A wins it with the 
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mx and makes five spade tricks. This is pretty dose woirk 
for the average pkyer, but it shows what can be done 
when two players give accurate information as to their 
hands. 

If a player has absolute confidence in his partner, there 
are many hands in which advantage can be taken of this 
echo which would be otherwise impossible. Here is a 
hand on which Z went game at every table in the room, as 
none of the player's holding B's cards used the echo, at 
else those holding A's hand did not know how to use it^ 

No. 106 





V 


542 




♦ 


943 







A K Q J 




9 


4 3 


9 


Y 


♦ 


A £65 


A B 
Z 





853 


<*> 


A Q 10 8 2 




A K76 




♦ 


8 7 







10 7 




♦ 


K J76 



7 


Q J 10 8 


^ 


Q J 10 2 





9 64 


♦ 


95 



Z bid a heart, A a spade, and Y two diamonds, B going 
to two spades. As no one mentioned the dubs and Y 
seemed to deny the hearts, Z went two no-trumps. 

As A's spade suit was not solid, and Z must have it 
stepped, he had the king of clubs first, to have a look, but 
chiefly to show B his re-entry. Following the usual cus- 
tom, B played the deuce of clubs, and A continued with 
the eight of spades, and Y made five diamonds, upon which 
B discarded a club and a heart, A two small dubs, Z three 
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small hearts. After making his two hearts and finding 
A had none, Z put him in with the club and made the last 
trick with the king of spades, going game with three odd. 

If B plays the jack of clubs on A's first lead, A must 
read him for the queen, or no more, which is impofisible, 
if Z has five hearts and the spades stopped; and besides, 
the deuce is missing. To get the spade lead through Z, 
A can safely lead a small club, win Z's spade, and lead 
another small club, getting another spade lead from B, as 
B will have won the second club lead with the ten, which A 
does not know he holds. This sets the contract. 

There are some unblocking plays at no-trumps which 
are comparatively obvious. If the leader starts out with 
the ace of a suit, for instance, and third hand has king or 
queen and only one small, he should give up the higher 
card at once, so as not to block the suit. The leader must 
have three honors, or a very long suit. Help him to dear 
it up by giving him the right of way. Many good players 
lead the ace first, when holding seven in suit to the ace- 
king. This is to induce the partner to give up the queen 
at once if he has it, to show that the declarer does not hold 
it. With three in suit, the second-best will do as well, of 
course. 



THE MIDDLE GAME 

After the first trick, when dummy's cards are exposed, 
various situations arise, which the partners opposed to the 
declaration must be prepared to meet. Among these are 
the many hands in which they will be forced to discard, 
perhaps several times. The player who can always keep 
the right card until the last trick is an expert. 

There has been a good deal of discussion about the 
discard. Some believe in making it a universal rule to 
discard from weakness; others alwa3n9 from strength. 
Time and experience have about settled this controversy 
in favor of the discard from the suit you are not afraid of, 
and holding any suit that has a possible stopper in it. 
Apart from this, the only matter to be attended to is to 
avoid betraying the partner's hand by going void of a 
suit altogether before it is led. 

If you are fortunate enough to have a suit that you 
are not afraid of, such as five cards to the ace-king-jadc, 
and another of three to a jack, you may be sure it is 
not your strong suit that the declarer is going to attack 
when he has done with the suit on which you have to 
discard, but your little jack-high suit. 

It is an axiom that queen in one hand, jack in the other, 
either twice guarded, will stop a suit, no matter how the 
ace-king-ten and others lie or are managed, provided the 
queen or jack is never played second hand or led away 
from. Any person can take a pack of cards and demon- 
strate the truth of this statement, which suggests the 
importance of keeping either part of the oombinatioD 
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intact, in the hope that the partner may have the other 
part. Here is an example of bad discarding, as it violates 
this rule: 

No. 107 





<s? 


E J5 








♦ 


A8653 









10 9 






Q 10 9 6 4 


7 5 3 






^ 


Y 


<^ 


82 


♦ 


Q 74 2 


A B 


♦ 


E J 10 9 





Q8 





J53 


♦ 


Q8 1 


Z 


♦ 


E962 




A 73 








♦ 











A K 7642 






♦ 


A J 10 4 







Z bid no-trump and A led a smaQ heart, which Z won. 
The return of the suit made the jack in dummy. Dummy 
led a spade, and the finesse of the ten went to A's queen. 
Then A cleared the hearts. On this trick B discarded a 
small diamond, instead of a club. The second finesse in 
spades held, but Z could not drop the king, so he started 
the diamonds and made a little slam. If B discards the 
suit he is not afraid of, and keeps three to a jack, hoping 
his partner may have the other end of the protection, the 
queen, he saves not only the slam but the game. 

This is a protective discard, but the discard is largely 
used to indicate a suit to the partner. There are two 
varieties in common use, the encoiu'aging discard and the 
reverse discard. Any card above a six is supposed to show 
protection in that suit, and encourage the partner to lead 
it, or at least to trust its protection to the one who makes 
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the discard. The reverse discard practically demandB 
that the suit be led as soon as the partner gets in, unlea 
he has some tricks of his own to make first. 

These discards are sometimes valuable in showing tiie 
partner who is in doubt as to which of two suits to keep, 
that he may abandon one of them entirely, and trust 
his partner to protect it. Here is an example: 



No. 108 





7 


K9 7 5 








♦ 


Q9 542 









86 5 






Q4 


8 






s? 


Y 


7 


A J 


♦ 


J 10 3 


A B 


* 


87 





J 10 9 4 3 





Q2 


♦ 


Q 10 3 


z 


♦ 


K7 




632 








♦ 


A K 6 









A K 7 






♦ 


A J 9 6 







10 8 



642 



Z bid no trump and A led a diamond, which Z woo. 
Five dub tricks followed. B's first discard was the ei^t 
of hearts, and the next was the seven of spades, then the 
small diamond. A smaller spade would have been a 
command to lead spades, which he must avoid. Tliese 
discards encouraged A to let go both his hearts. Z dis- 
carded a diamond and a heart and then led the spade, 
finessing the jack. A cleared the diamonds, B discarding 
the ten of hearts. Z led ace and another spade, hoping 
to throw the lead to B, but A's ten held, and he made 
three diamond tricks, saving the game. 
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It is sometimes important that the partner should lead 
the right suit at the right time, and that he should be in 
no doubt about its being the only thing to do. In such 
cases the reverse discard comes into play. This discard is 
also used, but sparingly, when there is no card above a 
edx available for the single encouraging discard. The 
reverse is seldom used in trump contracts, but often 
against no»trumpers. Here is an example of it: 



No. 100 





7 


A Q632 






♦ 


Q7 6 









J 6 5 






976 


E9 






s? 


Y 


^ 


J84 


♦ 


E3 


A B 


♦ 


A J 10 5 2 





A KQ7 





10 943 


♦ 


Q83 2 


Z 


4> 


6 




K 10 








♦ 


9 84 









82 







^ A J 10 7 5 4 



Z bid a spade and A led three rounds of diamonds. Z 
trumped, led a small trump to dmnmy's king, and played 
the ace on the return. Then he led the jack, to prevent 
A from making his small trump, if possible. 

At all the tables at which B had discarded a small club 
and then the diamond, A led through dummy's hearts, 
and Z went game, after pulling A's eight of trumps, so 
that A was disappointed in his hope of saving game with a 
club trick. At every table at which B used the reverse 
discard and plajred the five and deuce of dubs on the 
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trump leads, A led the king of clubs and discarded hk 
fourth diamond on the third round. After Tnaking his 
three club tricks, B led the ten of diamonds. Now there 
is no way to prevent A from making his eight of trumps. 
Instead of going game, the spade contract is set for one 
trick. 

There are a number of situations in which the partneis 
will be called upon to defend themselves against suits led 
through them. If the lead is from declarer to dummy, 
there should be no difficulty, the rule being to beat dummy 
if you can, just as if your partner led the suit. Whoi 
there is a trump suit, it is veiy dangerous to allow dummy 
to win a trick with a singly guarded queen if the aeoood 
hand holds the king, as the declarer may win the aeoood 
round with the ace and dummy may trump the king. 

The best rule for the second hand, when the lead of a 
small card comes from dummy, is to play a high card 
from any combination from which a high card would be 
led. That is, to play high as distinguished from low. 
With ace-king, play the king, or with Idng-queen, play 
the queen, with queen-jack, the jack, alwa3n9 trying to 
wia the trick as cheaply as possible. Just as leads from 
ace-queen suits are avoided, so it is advisable to avoid 
playing them second hand. Flay small, and hdd the 
tenace over the declarer. 

Cover an honor with an honor is a good rule, but it is 
useless to put the queen on a jack if you hold both aoe and 
queen. Play the ace or pass it up. That is the only 
chance to make both ace and queen. With king to four 
it is so improbable that the honor can be caught, that it is 
uesless to play it. If the declarer can catch it, make him 
do so. Do not give it to him. 

Always cover with a f ourchette. This is the card above 
and the one below the card led. The queen-ten is a four- 
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chette over the jack, led through it. Even a lune on an 
eight, when holding the aeven also, may save a trick. 
Some players always cover with an imperfect f ourchette, 
which is the card above and the next but one below the 
card led. The king-ten and others is an imperfect 
fourchette over the queen. The queen-nine over the 
jack. 

It is very important to force the declarer to play two 
honors to win one trick, whenever possible. Weak players 
frequently lead a queen to an ace, or ace-jack; or a jack 
to an ace-queen suit, without the ten. We shall come to 
this in the declarer's play. When such a lead is made, the 
second hand must play the king if he has it, even though 
he sees it is lost, or the declarer gains by his bad play. 
The object is to make the ten good in the partner's hand, 
if he has it. If he has nothing, nothing is lost by coveringi 
any more than if the declarer held the ten, as well as ace- 
queen-jack. Here is an example of this error in failing to 
force the declarer to play two honors to get one trick: 



No. 110 





9 


652 








♦ 


A J876 









Q84 






K74 


54 






7 


Y 


V 


Q10 9 


♦ 


K 54 


A B 


♦ 


10 3 2 





3 2 





J 10 9 


♦ 


K J9 87 


Z 


♦ 


Q63 




A J 83 








♦ 


Q9 









A K 6 5 






♦ 


A 10 2 
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Z bid no-trump and A led a spade, which Z won. He 
then tried to drop the diamonds in three leads. fUliog 
in thati he shifted to the queen of dubs. A looked at 
dummy for a moment and saw that his king was lost if he 
played it, so he passed. The queen held, and the nine 
followed, the jack winning. Now Z makes four by cards 
and the game. If A covers the club queen B stops the 
suit with the ten, and the ace of hearts is the only remain- 
ing trick for Z. 

Finessing against the partner is a fault which will 
be dealt with in the chapter devoted to fineswing in 
general. 

It is important in the middle game to lead up to 
dummy's weak suits and through his strong ones. TUs 
has already been referred to in a general way; but there 
is one point that needs attention. 

In leading up to dummy, alwajrs beat the best card of 
his weak suit if you can. If dmnmy holds nine and two 
small, lead some card that will beat the nine, or your 
partner may have to put on the ace or king to shut it out 
If the card led beats the nine, such as the ten led from aoe- 
ten and others, the declarer will have to play an honor or 
lose the trick, and your partner may be able to kill that 
honor, or he may have a secondary honor^ such as the 
queen, made good. / 

Do not lead up to a very strong suit in dummy unless 
you can trump the return. Lead up to ace and small ones 
in preference to king and small ones. If dummy has the 
queen of a suit in which you hold aoe-king-jack, it is good 
play to lead the king and shift, hoping your partner can 
come through the queen later. 

In playing against no-trumpers, there is not much 
danger of losing high cards by holding them back, but 
some judgment must be used in the matter. This is 
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something to be learnt from experience, rather than from 
a text-book, but here is a deal in which both sides tried it: 

No. Ill 





<^ 


10 2 








♦ 


J 10 3 









K Q J 73 






K Q J9 5 


9 4 2 






s? 


Y 


7 


643 


♦ 


54 


A B 


♦ 


Q 9 8 





8 5 





A 64 


♦ 


Q J 63 


Z 


♦ 


A 10 7 




A8 7 








♦ 


A K 7 6 2 









10 9 2 






♦ 


KB 







Z is pla3dng a no-trmnper. A leads two romids of 
hearts, which Z allows to win. The third roimd exhausts 
B. Then Z starts the diamonds, and as B sees dummy 
has no reentry for that suit, he holds up the ace for two 
rounds. At some tables the diamond suit was abandoned 
and Y led the jack of clubs, the queen covered with the 
imperfect fourchette, and the ten became a reentry for the 
diamonds. At other tables a third roimd of diamonds 
made B lead the spades, but did not go game. If B does 
not hold up, anything goes game, as Z will jump in with 
the spade king to shut out the hearts. 

A danger point that it is necessary for the partners 
to watch is when it is too late to force. Many games are 
lost through inattention to this detail that might have 
been saved. The usual situation is when dummy has a 
set-up suit, or when the declarer has led a suit and 
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cleared it 


up, with trumpB to defend it. Here is an ex> 


ample: 






No. 112 




<^ 96 
($> J 9 63 
A K Q94 




A5 


♦ 


10 8 




7 




Y 


<^ 742 


♦ 


AK 10 5 


A B 


4) Q8742 





J73 




8 2 


♦ 


K J9 


2 


Z 


4> A Q6 




•^ 


K Q J 1 


83 






♦ 






10 6 6 






♦ 


7 543 





Z bid two hearts, and A three dubs, to show he can 
support the other major suit. Y headed B ofiF by going to 
three hearts. At five tables out of seven Z went game, 
because of A's play at the fourth trick. He did not 
realim that it was too late to force. 

Z trumped the first club and led a small trump to 
dummy's nine, which held. A won the return of the 
trump, and led another club, with the idea of putting 
another force on Z. He should have seen that it was too 
late to force, as Z's bid shows six trumps and dimuny has a 
set-up diamond suit, on which Z discarded two of his 
losing spades, and went game. At the two tables at 
which A saw that it was too late to force, and led the 
spades, he held Z down to his contract, two by cards. 

There are many situations in the middle game in which 
it may be a guess what to lead. In such cases, Hoyle's 
old rule is about as good as any. "When in doubt, lead 
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trumps." Unless dummy holds such cards as would 
probably kill any honor in the partner's hand, a lead up 
to dummy's trumps may prove useful. 

If the declarer has been in the lead and has made no 
attempt to lead trumps or get them out, there must be 
some disadvantage to him in the trump lead, and he is 
either weak in the plain suits, or is planning a cross-ruff. 
In either case, the adversaries will usually find it to their 
advantage to lead the trumps themselves, the moment 
they get in. Even if they accomplish nothing beyond 
knocking the trumps together, that may save the game, 
when separating the trumps was the only way the de- 
clarer could win it. 



THE ELEVEN RULE 

Almost every one has heard of the eleven niley bat 
very few know how to take proper advantage of it. Its 
object is to indicate to the partner the number of hi^ 
cards that are out gainst the leader, when he cannot give 
eiDict information as to their denomination. 

When honors are led, the first card shows the genus, ii» 
next lead the species. A king may be led from several 
ccHnbmations. It is followed by ace, queen, or jack, to 
show what the leader still holds, and what honors are 
against him. The king-jack lead shows some one is 
holding up the aoe if the king wins the first trick. 

When the leader has no combination from which it is 
right to lead a high card, there is no way of showing tiiat 
the ace is against him, or the king-ten, or anything of that 
kind. The best he can do is to inform his partner as to 
the number of these high cards. This is the object of 
the card of uniformity, or the fourth-best lead. Some 
players do not use it except against no^rumps, others 
use it in an cases. 

Many years ago, while studying whist leads, I had 
occasion to tabulate all the hi^ cards that might be in 
the hands of the adversaries when the leader did not b^in 
with a high card, but led ;his fourth-best. What im- 
pressed me was that in every case, if a card of a certain 
denomination was led, the number of higher cards out 
against the leader was always the same. 

The reason I found to be this: If we number the cards 
higgler than the ten, calling the jack eleven, and so on, it 
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will be evident that if no attention were paid to the 
selection of certain high cards, such as the king or ace, 
and the lead were always the fourth-best, there would be 
none higher out against the leader if he began with the 
jack, which is No. 11, but if he began with the ten, there 
"would be one; the difference between the spots on that 
card and 11, higher than the ten that was not in his hand, 
and so on down. 

All that is necessary, therefore, is to deduct the spots on 
any fourth-best lead from eleven, and the difference is 
the number of cards, higher than the one led, that are not 
in the leader's hand. It is immaterial what these cards 
are. When they are out of the way his suit is established. 
To illustrate: 










The seven is led, dummy lays down the queen-eight- 
three, and the leader's partner holds the king-ten-deuce. 
Deduct the card led, 7, from 11, and the remainder is 4, 
cards higher than the 7. These are in sight, two of them 
in the dummy and two in the third hand. Then the de» 
clarer, whose hand is concealed, cannot possibly have any 
card higher than the seven, in that suit, and if dummy 
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does not put on the eight, the seven will win the trick, as 
third hand can play the deuce. 

It is one thing to understand this simple fact, but it 
requires close attention and quick thinking to apply it 
in play. Here is an example of its possibilities: 

No. 113 







Q J8 
Q9 8 
64 
A43 



7 


E92 


♦ 


10 7 54 





Q87 


♦ 


9 6 


7 5 


Y 




A B 




Z 


<5» 


6 


♦ 


AE62 





AE93 


♦ 


K 10 5 







A 10 4 3 

J 

J 10 5 

Q J 8 7 2 



Z bid no trump and A led the seven of hearts. Wh^ 
Z knew the eleven rule he covered with the nine, and whai 
A also knew it, he covered the nine with the ten, as he 
could see, deducting 7 from 11, that the declarer had nb 
higher card. Then, by leading the queen of spades, so as 
to cover dummy^s nine, he forced Z to cover with the im- 
perfect fourchette, and got A in to come through the 
king of hearts with the queen. Y would not cover, hoping 
B would have to block the suit, but B had a fourth heart 
and the rest of the heart suit saved the game. 

Those who carelessly put the ace on the first trick 
gave Z the game, as the king won the second round of 
hearts, and on the five diamond leads A discarded down 
to the ace of spades, three clubs and two hearts. When 
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the club lead dropped the jack, Z put A in with a spade 
and forced him to lose two club tricks at the end. 

The eleven rule is sometimes useful in connection 
with the bidding if the partner is alive to the importance 
of remembering the bids that precede the final declara- 
tion. Here is a case in point: 

No. 114 





^ 


10 8 42 








♦ 


Q«4 











7«4 








♦ 


A J9 




^K6 3 


^ 


«5 


Y 


7 


cS> 


J 6^ 


A R 


♦ 


\\2 





Q J9 &2 


WW 





^AK 


♦ 


E65 


z 


♦ 


10 8 4 2 




Q"J7 






♦ 


K 10^ 7 











1083^ 








♦ 


Q 73 







Z passed without a bid. That is the thing for Y to 
remember. A and Y passed and B said no-trump. Z 
led the seven of dubs. Those who carelessly played the 
queen lost the game, because after B had got rid of the 
ace and king of diamonds there was no way to stop the 
jack of clubs from bringing in the three diamonds in A's 
hand, and then two hearts won the game. 

When Y stopped to consider the situation for a moment 
before playing to the first trick, he saw that three of the 
four cards out against his partner, higher than the seven, 
were in sight. Z could not hold both ace and king, or he 
would have had a free bid of one club, as dealer; there- 
fore the one higher card in B's hand must be the ace or the 
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king. Tliat being the inference; Y played the four; not 
the queen. This kills A's only reentry for the diamond 
suit, and holds B down to five tricks, or a loss of 100, ksB 
30 aces, instead of giving him the game. 

AH that is needed to become an expert in the use of 
the eleven rule is to practice it on every hand, whether it 
wins anything or not. 



PINESSINQ 

As the element of finessing enters largely into what 
follows, it may be well to explain its principles before 
going into the play on the declarer's side of the table. 

A finesse is any attempt to win a trick with a card which 
is not the best you hold in that suit, nor in sequence with 
it. The tsrpe is the ace-queen in one hand, small cards 
in the other. If the king is on the right of the ace-queen, 
two tricks can be made by the finesse of the queen if the 
lead comes from the weak hand to the strong. In the 
same way, leading a small card to the king-jack and others, 
if the queen is on the right, a trick may be made with 
the long by finessing the jack; two tricks, if the player 
holds king-jack-ten. 

As all finesses are uncertain, they are chances that 
should not be taken unless they are necessary to accom- 
plish some special object, such as getting a much-needed 
extra trick, making two reentries, or keeping a certain 
player out of the lead. 

The adversaries of the declarer never finesse. If 
dununy is on the player's left there is no question about 
whether or not a trick can be won with a card which is not 
the best you have in the suit. On the other side of the 
table, dummy on the right, there is no finesse against the 
declarer that is not also against your own partner. If 
the opening lead is a small card, and third hand holds 
ace-queen, small cards in the dimuny, he is not finessing 
if he plays the queen. If the declarer has the king, the 
queen is thrown away. If the leader has the king, it does 
not matt^ which is played, ace or queen so play the ace. 
Lone kings are sometimes eaught. 
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The declarer finesses all the tiine. That is one of tiie 
greatest trick-winners in his game. These finesses are 
of two kinds: those made by leading from the weak hand 
to tenaces in the other hand, and those made by tiie 
second hand, when a suit is led through. A tenace, from 
the French word, to hold, is either the best and third- 
best of a suit, which holds the king in chancery if on the 
right, or it is the third and fourth-best, such as king-jack. 
One is major, the other minor. 

Some finesses require two leads from the weak hand, 
others only one. The ace-queen is of the single lead type, 
as it wins or loses in one effort. An ace-queen-jack suit 
may require the weak hand to lead again, if the fiist 
finesse holds, showing the king on the right. ScHne 
finesses always require two leads to be provided for, 
even if they are not needed, such as the ace-jack-ten. If 
both king and queen are on the left, th^ must both make. 
If both are on the right, or divided, one honor can be 
caught. Here is a good example: 



No. 115 





s? 


87 








♦ 


A J 10 7 5 3 









62 






Q J3 


K97 






7 


Y 


'^ 


10 9^2 


♦ 


E94 


A B 


4> 


Q6 





K QJ83 





9 54 


♦ 


Q6 


Z 


♦ 


J 10 5 3 




AE65 








♦ 


83 









A 10 7 






♦ 


A842 
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Z bids no-trumps and A leads the king of diamonds. 
As Z is going to finesse the dubs, and expects to lose a 
trick to By he must stay off the diamonds until B is prob- 
ably exhausted. Upon winning the third round, Z leads 
a dub and finesdes the ten, which loses to the queen. B 
leads up to dummy's weakness in hearts and Z puts on the 
king. Another club, and the finesse of the jack holds, 
the ace drops the king and Z gets discards of two losing 
spades and two losing hearts, winning all the rest of the 
tricks. 

There are many situations in which a finesse may be 
taken in either hand, as when one holds ace-jack and the 
other king-ten. It is then a guess as to on which side the 
queen lies, but the usual nde is to lead one of the high 
cards on the chance that it may drop the queen. 

One of the greatest mistakes, although one may see 
it every day id almost every rubber, is leading a queen to 
an ace, imder the impression that it is a finesse. If the 
second hand has the long, he will put it on the queen to 
make his own or his partner's possible ten or jack good, 
by forcing the declarer to play two honors to win one 
trick. Leading the queen to an ace-jack suit; or a jack 
to an ace-queen suit is no better, unless the suit is so long 
that the opponents cannot make both king .and ten. 
With the foiur honors, ace, queen, jack, and ten, the play 
is all right; but not with only two or three. 

With ace in one hand, queen or queen-jack in the other, 
the play is to lead from the ace to the queen. If the 
king is led through, both queen and ace make. If the 
king is on the left of the queen, nothing can save the 
queen. If there is no necessity to make the play, it may 
be better to wait and see if the opponents will not have to 
lead up to the queen eventually, or through it. Some 
critical games are saved or won by a knowledge of 
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ese fineasing situations. Here 
aple: 


No. 116 






^ 73 




<$> A9 82 




J 10 6 5 




♦ 


Q84 


^ 


KQ62 


Y 





J 10 4 

8 7 


A B 


^ 


E J93 


Z 




9? 


A J 5 




♦ Q5 




K Q43 




♦ 


A762 



is an instmcti've ei- 



V 


10 8 4 


4> 


E 7 6 3 





A 9 2 


♦ 


10 5 



Z bid no-trump and A led the deaoe of hearts. Z 
read this as marking him with only four in suit, so he woo 
the trick with the jack of hearts and led a souJl spade. A 
passed and the queen won. Dummy returned a smsfl 
dub; on which B put the king, and led the ten of hearta 
Z won this with the aoe, as it is useless to pass while B 
has two of the suit left. Then he started the diamonds, 
and B made the ace and A made two hearts, but that was 
all, so Z went game, entirely through the prop^ manage* 
ment of two ace-queen positions. 

There are some rare positions in which there need be 
no guessing, such as five, ace-queen-ten-nine in one hand, 
king to four in the other. The possibility that one hand 
may be void must be provided against, and the rule is to 
lead one of the sure winners from the hand that holds two 
of them, such as the ace or queen in the example. If 
both sides follow suit, the rest is obvious. If either re» 
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nounces, no matter which, his jack can be caught by 
leading through it. 

There are some second-hand plays that are practically 
finesses. With jackHsonall in one hand and led through 
king and others fourth hand, the jack is the best chance 
for two tricks, as anything will force the king, and the 
jack is gone next time. But with king-ten in the fourth 
hand, the jack must never be played second hand. 

With queen and one small in the second hand, ace and 
small in the other, the best chance for two tricks is to put 
the queen right on. Otherwise anything will force the ace 
and the queen is lost to the king. But if the ten is in the 
same hand as the ace, with a small one, the queen must 
never be played second hand, as two tricks are then a 
certainty, no matter how the cards lie. Many tricks and 
games are missed through the declarer's ignorance of this 
principle. Here is an example: 

No. 117 





^ 


9 32 








♦ 


Q7 









E J432 






85 


A 7 6 






7 


Y 


^ 


K 10 7 


c?) 


J943 2 


A B 
Z 


* 


K 85 





A 10 6 





Q7 6 


♦ 


Q J8 


♦ 


109 32 




AQ J6 


4 


■" 




♦ 


A 10 6 









9 8 






♦ 


£54 







Hearts are trumps and A leads a small club, upon which 
dummy carelessly played the queen. The kio^ covered 
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and Z won with the ace. Putting dummy in with a spade 
to lead the trumps, Z finessed the jack. Then he led a 
diamond, hoping to get dummy in again, but A pat on 
the ace and led one of his equals in spades, which Z won. 
Then he got the trump finesse and caught the king, by 
putting dummy in with the king of diamonds, avoiding an 
unnecessary finesse in the diamonds. If Z plays the dub 
situation correctly he not only goes game but niakes a 
little slam. 

After winning the club king with the ace, a return of 
the club puts dummy in to lead the trump. Then dummy 
ruffs the third round of clubs, and leads his last trump, 
discarding a spade when Z leads the third trump and 
catches B's king. Now if A puts up the ace of diamonds, 
second hand, Z wins whatever he leads, makes the king of 
diamonds and ruffs the next round, and dummy still has 
the ace of spades for re-entry. 



THE DECLARER'S PLAY 

In playing the combined hands, the declarer follows 
QO rules for showing his partner what he holds, or would 
like led, or can ruff, or anything of that kind. But he 
should be sufficiently familiar with aU those matters to 
read the messages that pass across the table in front of 
him. 

Apart from the storm warnings that he may pick up, 
he must follow a definite coimse, and arrange the play of 
every hand upon some precise plan. This plan must be 
thought out at the start, as soon as dununy's cards are 
laid down. The scheme may have to be altered to meet 
unexpected developments, but the outline must be there 
to start with, or the declarer is not playing auction. 

I have alwa3rs called the process of forming these plans 
"elimination," because it eliminates from the attention 
everything that is not essential, and leaves the mind free 
to concentrate upon the part of the play that requires 
some d^ree of skill. There are many hands, for instance, 
in which there is nothing to watch but the number of 
cards discarded in a certain suit which the declarer is 
holding back for the end game. The rest of the hand plays 
itself. 

The first thing to be done, the moment dummy's cards 
are laid down, is to count up the tricks that are sure, and 
see how many they fall short of the number necessary to 
win the game; or, if game is impossible, to make the 
contract. The next thing is to pick out the suits in which 
extra tricks might be made by certain lines of play, such 
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88 finessmg, or tricks apparently lost mi^t be saved by 
getting the lead in a particular hand. 

It is useless to worry about suits in which nothing can 
be accomplished, either because there are no tricks to be 
made in those suits, or because all the tricks possible can 
be made at any time, without any skill whatever in their 
management. Beginners lose countless opportunities 
through allowing their minds to wander all over the hand 
when there is really only one thing to think about* The 
rest would take care of itself. As an example of elimiD** 
tion in a no-trumper, take this deal: 



Na 118 





<5> 


762 




♦ 


A J6 







9866 




E 10 9 8 4 


8 64 


V 


Y 





72 
E2 


A B 

mm 


4> 


A 10 9 3 

7 


z 




A J 5 




♦ 


KQ85 







A J 10 3 




♦ 


E2 







Q3 

10 9 4 3 
Q74 
Q J 75 



Z bids no-trump, and A leads the eifi^t of hearts, 
Z winning the queen with the aoe, as it is uselesB to hold 
off and be led through. Now, there is only one thing to 
think about in this hand, and that is to prevent B frcan 
leading throu^ the jack of hearts or the king of spadoB. 
This can be done in only one way, by leading diamonds 
from dummy, and passing them up if B does not cover the 
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nine. It does not matter how often A gets into the lead, 
lie cannot catch the jack of hearts or the king of spades by 
leading. If B has the ace of spades and A leads that suit, 
B will get in and lead through your hearts, and nothing 
you can do will prevent it, so do not worry about it. You 
cannot win the game if that is going to be the defence, but 
you still make your contract. 

When the hand was played in this way, Z went game, 
as A cleared the hearts, Z put dimmiy in again with a 
second round of clubs and finessed the ten of diamonds on 
the second roimd of that suit. The rest is obvious. 

The players who allowed themselves to be worried 
about the spade situation, which they could not control, 
made hash of the hand in this way. They coimted on 
foin* club tricks, three diamonds, and ace of hearts. If 
they could make a trick with the king of spades it would be 
game, even if they lost the heart jack later. They there- 
fore proceeded to play the hand in this way. Putting Y 
in with a dub, they led a spade, hoping to make the king. 
This would allow them to put Y in again with another 
dub and finesse the diamond, making A lead up to the 
heart. 

No matter where the ace of spades lies, this must fail. 
Suppose B has it. After making the king and losing the 
diamond finesse, A will lead a spade and make all his 
hearts. If the ace is with A, what will happen is what did 
happen. A won the king of spades and led the ten, as B 
had covered with the jack, and they made three spades 
and four hearts, setting the contract for two tricks. 
Transpose the ace and queen of spades, and Z still makes 
his contract against the best possible play, if he will only 
keep his mind on the one thing he can do — ^keep B out of 
the lead on clubs or diamonds. The spade situation lies 
in the lap of the gods. 
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Another example of elimmatiMi with a trump dedan- 
tion, several varieties of which we shall come to later: 

No. 119 





s? 


10 6 3 








♦ 


A J43 









A64 






E J5 


K83 






^ 


Y 


7 


AQ42 


<?> 


10 7 2 


A B 


♦ 


9 8 6 5 





K Q875 





J2 


♦ 


10 2 


Z 


<i> 


974 




987 








<?> 


KQ 









10 9 3 






♦ 


AQ J65 





Z bids a spade and A leads the king of diamonds, wfaidi 
dummy wins. Now let us see how much we can eUminate 
from consideration in this hand. There is nothing further 
to be done in the diamond suit. Forget it. No [day 
oould win a trick in hearts. Forget that suit abo. As 
either A or B must have four dubs, Z cannot afford to 
have dummy overtake either king or queen to go on with 
that suit, but must arrange to have dummy in the lead 
after Z has got rid of those high clubs. 

Then the only thing to think about in this hand is to 
postpone the trump lead until the king and queen of clubs 
have been got rid of, and then to have dununy win the 
third round of trumps, instead of either the second or 
third. Of course, this plan may fail. The second round 
of dubs may be trumped. There may be five trumps in 
one hand. But these are things over which you have no 
control. Hie matter over which you have control is the 
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elimination from your plan of eveiything but two rounds 
of dubs and dummy's winning the third round of trumps. 
One more example, the process of elimination in a hand 
in which there is nothing at all to think about. Such 
hands are not at all uncommon. The elimination of all 
possibiUties leads to the conclusion that the adversaries 
can do the worrying. Any mistakes made will be of their 
doing: 

No. 120 





s? 


9 75 3 








♦ 


7 4 









754 






Q8 


E653 






<^ 


Y 


<^ 


je 


♦ 


K Q J 6 5 


A B 

f9 


♦ 


A 10 8 3 





A J 6 





E Q8 


<i> 


082 


Z 


♦ 


J 10 7 4 




A K 10 4 


12 






♦ 


92 









109 32 






♦ 


AQ 







Z bids a heart and A leads the king of clubs, which 
he follows with the jack, B overtaking it with the ace and 
leading a trump. 

The moment dummy's cards go down it is clear that 
game is out of the question. Neither hand can give the 
other a ruff in clubs. To lead spades accomplishes noth- 
ing beyond establishing a spade trick for the enemy, and 
the discard of a diamond does Z's hand no good. The 
only thing left is to lead the suit that is longest between 
the two hands, diamonds, and let the adversaries do what 
they like about the rest of it. 
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This simple plan leads Z to win the trump lead and {day 
the deuce of diamonds. He does not care who wins it or 
what they lead next. As it happened, B won it and led 
another trump. He also won the second diamond lead 
and led a spade, and A won the third diamond and re- 
turned the spade, and Z made two by cards, as the fourth 
diamond was good at the end 



PLAYING TRUMP DECLARATIONS 

There is a great difference between pla3ring a no* 
irumper and the management of a trump suit. In the 
first the smaller cards are powerful as trick winners when 
properly supported by re-entries. In trump contracts, the 
high cards are about the only winners in three suits out of 
four. As each style of game must be studied separately, 
we shall begin with the trumps. 

The beginner is usually told to lead out the trumps the 
moment he gets in. This is a survival of the old whist 
days, when so many complained that poor players would 
not lead trumps from five, and woimd up by wandering 
aimlessly and shoelessly through the b3rwayB of Europe-^ 
according to Clay. But whist is not auction, and there 
are at least four situations in which to lead trumps imme- 
diately upon getting in would be very bad play. These 
are: 

1. If there is a finesse in the trump suit, and the proper 
hand is not in the lead. 

2. If there is an opportunity to make some of dummy's 
trumps separately from the declarer's, and this must be 
done before leading trumps. 

3. If there is a chance to get rid of losing cards in the 
plain suits in either hand before leading trumps. 

4. If there is no good suit between the two hands which 
the trumps would protect, there is no reason for leading 
out the trumps, and such a course would merely protect 
the good cards in the hands of the opponents. 

Each of these can best be illustrated by hands from 
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actual play, and in the same connection the reader's 
attention may be called to the manner in irtiich the 
development of the hand is planned in advance, by the 
prooeflB of dimination abeady explained. Situation 
No. 4, in which there is nothing in plain suits to lead trumps 
for, is aptly illustrated in the last hand in the preceding 
chapter. The postponement of the trump lead until a 
plain suit had been unblocked was also illustrated in the 
hand before that. 

Here is an illustration of getting the ri^t hand into 
the lead, so as to take a finesse in the trump suit that 
may secure the one extra trick necessaiy to win the game: 

Na 121 





^ 


8 72 








<?> 


AQ8 









9 82 






93 


J9 7 5 






9 


Y 


"^ 


E 10 4 


♦ 


J 10 


A B 
Z 


♦ 


7 4 3 2 





E Q 10 6 4 





J 5 


4> 


E 10 8 2 


♦ 


A Q63 




A Q J 6 


5 






♦ 


E 9 6 5 









A73 







♦ 4 



Z bids a heart and A leads the king of diamonds, which 
Z wins with the ace. Anything further in diamonds is 
impossible. The declarer does not want to weaken his 
own hand by ruffing spades. That can be done in the 
end game just as well as now. In the dubs, there is 
nothing to be done but to lead them right along to see if 
they will drop. If they do, four clubs are possible. To 
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go game 2 needs five tricks in trumps. There is nowhere 
else for extra tricks to come from, so the plan of the hand 
is to hope the king of trumps is in B's hand and to lead 
through it and finesse against it. As two finesses may be 
necessary, dummy must be put into the lead twice. 

This plan succeeds and the declarer goes game with 
five trumps, four clubs and the ace of diamonds. Had 
he found the king of trumps on the wrong side, or failed 
to drop the clubs^ or had the second round been trumped, 
it would not have detracted in the slightest from the merit 
of his scheme for playing the hand, as those would all be 
matters over which he had no control. What he could 
control was putting the right hand in to get the finesse in 
trumps. 

OccasionaDy, when it is necessary to get the dummy 
into the lead twice, a good player will take long chances 
on so doing. Here is one of the best examples that ever 
came to my notice. It illustrates the possibilities of the 
game, and also the importance of a plan matured even 
before pla3ring to the first trick; 

No. 122 





^ 


653 








♦ 


10 3 2 









K976 






98 


9 7 5 






^ 


Y 


<7 


E 10 4 


4> 


KQ984 


A B 


4) 


75 





83 





J 10 5 2 


♦ 


Q J 3 2 


Z 


^ 


A K 10 8 




A Q J 7 


2 






♦ 


A J6 









A Q4 






♦ 


64 
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Hearts are trumps and A leads the king of dubs. Z 
sees that to go game he must make all five of his trumps, 
his three diamonds, and two tricks somewhere else. If 
he holds off the dubs, hoping to make both aoe and jack, 
the two tridcs in that suit are assured, but the five tricks 
in trumps are then impossible, as dunmiy cannot be 
put into the lead more than once. Z dropped the dub- 
jack. 

When A followed with a small dub, thinking to force 
Z's trump hand, dummy held the trick with Uie ten and 
led the trump. Dummy got Y in again with the king of 
diamonds and led the trumps through B once more. 
Only three of the diamonds made, but Z went game. 

One of the most profitable results of postponing the 
trump lead is making some of dimmiy's httle ones first 
There are occasions upon which both sides may trump, 
but we are considering hands in which trumps are to be 
led eventually, there being no thought of weakening the 
declarer's hand by rufllng. Here is a typical case^ in 
which only one pair went game: 

No. 123 







"^ 


54 3 










4) 


4 











A KQ6 






Q72 


♦ 


10 8 7 3 2 




^ 


Y 


7 


986 


♦ 


K Q J 


9 3 


A B 


4> 


10 76 5 





J 7 







943 


4> 


AQ5 


^ 


z 


♦ 


964 




A E J 1( 


) 








♦ 


A82 











10 852 








♦ 


E J 
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Z has bid hearts on the four honors. A led the king of 
clubs. Z returned a small club and let dummy rufif it. 
Then he led a trump from dummy for the finesse and A 
won the trick with the queen and came right back with 
the trump, which saved the game, as Z lost both his spades 
at the end. 

This shows the want of planning at the start and count- 
ing the tricks that might be lost. The finesse in trumps 
is uncertain. The second rufif in clubs is not, imless A 
had seven to start with. Z should have won the trump 
lead with the king or ace, and rufiTed dimmiy once more. 
Then he can lead three roimds of diamonds and let A do 
the guessing. 

There are many hands in which it is essential to get 
rid of losing cards in a plain suit before leading the trumps. 
This is particularly true of situations in which the ace of 
trumps is against the declarer, as the adversaries will very 
likely lead the weak suit Here is an example: 



No. 124 





^ 


10 6 4 








♦ 


9 82 









AQ J9 2 






Q J7 


83 






s? 


Y 


^ 


A863 


* 


KQ J6 


A B 


♦ 


10 7 5 





8653 





10 7 4 


4> 


75 


Z 


♦ 


A J2 




K9 2 








♦ 


A4 3 









K 






♦ 


KQ 10 


96' 


t 
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Z is playing spades for trumps. A led the king of dabs 
and Z won it with the ace. If Z leads the trumps at 
this stage, B wins, lays down the aoe of hearts and returns 
the dub, which saves the game. Instead of that Z leads 
the diamond, overtakes it with the ace and leads three 
more rounds, overtrumping the jack and leading the 
nine of trumps. By an unexpected piece of luck dummjr's 
eight of trumps brought in the fifth diamond when Z 
trumped the dub and led the six of trumps. 

It used to be an old saying in the whist days that there 
is nothing so deadly as a cross-ruff. There are many 
hands in which this is the best attack, especially if the 
declaration is in a minor suit, when a large number of 
tricks are necessary. Here is a deal on which only one 
pair went game: 

No. 125 





^ 


E 5432 




♦ 


K Q 10 5 2 







A J 9 




A J 10 6 






9 


Y 


7 Q987 


♦ 


3 


A B 


($> J8 76 





854 


6 


♦ 


Q J 8 74 


Z 


<i> AK103 










♦ 


A 94 







K Q 10 7 3 2 




♦ 


9 6 5 2 





The bidding on this hand was pretty lively, Z startiDg 
with a diamond, A a spade, Y two hearts, B two spades 
and Z three diamonds, to deny the hearts. Z finidly got 
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it at four diamonds, and at six tables he made it. At 
the other he made a Uttle slam. 

A led the spade queen, and Y trumped it. At eveiy 
table at which Z jumped to the conclusion that the clubs 
were soUd and got out the trumps, he lost three spade 
tricks, or two spades and a club. At the only table at 
which Z counted up the sure tricks on the cross-rufif plan, 
he did not touch the trumps until he had ruffed three 
hearts and dmnmy had ruffed two more spades. Then 
he led the king, queen, and ten of trumps and made the 
ace, king and queen of clubs. 

There are many hands in which it is necessary to ruff 
out a suit in order to establish it. The situation usually 
presents itself under one of two aspects. The ruff may 
be made after the adversaries' trumps have been drawn, 
in which case there must be some reentry for the suit 
outside of trumps; or, the ruff must be made before lead- 
ing trumps, because there is no reentry except the last 
round of trumps. This being the more difficult case, and 
the more often misplayed, it will be well to illustrate it: 



No. 126 





9 6 





Q9 2 
10 7 6 
A K 86 
10 5 



<J> 10 6 8 


Y 


<S> J 9 8 


A B 


J 9 2 


(^ E Q9 6 


Z 







74 

AKQ5 
Q 10 3 
J 8 72 



A K J83 
4 3 2 
7 5 
A 4 3 
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Z bid a heart, and B two clubs, Z going to two bearta, 
which held. B won three club tricks and at one table led 
the fourth round, as he could stop the diamonds. At 
another table he led the spade. If the spade, Z wins. If 
the club, Z trumps with the jack, and leads the diamonda, 
trumping the third round. Now two high trumps and 
dummy wins the third round of trumps with the queen 
and gives Z two spade discards. 

When B did not bid the clubs, A led a spade, and the 
three rounds of diamonds followed by three rounds of 
trumps gave Z the game before he lost the lead. 



PLAYING NO-TRUMPERS 

In addition to the process of elimination already referred 
to, which is applicable to all classes of declarations, the 
player who has the management of a no-trumper should 
be guided by three general rules, which cover almost every 
situation that can arise in the combination of his own 
hand with the dunmiy's. 

Always play for the suit that is longest between the 
two hands, as the adversaries are more likely to be short 
in it and it can therefore be more readily established. If 
the number is equal, prefer the suit that is unequally 
divided. Five in one hand and three in the other is a 
better distribution than four in each. If this is still 
equal, play for the suit that is longer in the hand that has 
reentries. It is useless to play out a suit with all the 
winning cards in it, as the weaker suit will then lose all 
the rest of the tricks. 

Play high cards from the short hand. This is a simple 
rule for unblocking. If you have ace-queennsmall in 
one hand, and five to the king in the other, unless you 
play the high cards from the short hand first, you will 
block the rest of the suit, and may never make it. 

Lead from the weak hand to the strong. With four to 
the ace-queen-jack in one hand, four small cards in the 
other, lead from the four small ones. With a king in one 
hand and nothing in the other, lead to the king, never from 
it. If the ace is on your left, the king may win a trick. 
If you lead away from the kmg, it never will. 

Finessing has already been dealt with in the chapter 
on that subject. 
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One or two of these attacks may be combined in the | 
same hand, and the declarer should have them aD at lus 
command, ready to use whichever best fits the aituatioo, 
just as a good chauffeur carries a screw-driver and s 
hammer, as well as a wrench. Here ia an example of all 
three of the foregoing principles being brought into pby 



in one deal: 








No. 127 




8 

Q J7 

Q 9 7 5 4' 

J 6 5 3 




<;7 KQ763 
<5b 10 5 
862 
4> 10 9 2 


Y 

A B 

Z 





J 10 5 2 
A E 8 3 2 
J 10 
K 7 





A94 
9 64 
A K3 
AQ84 







Z bids no-trump and A leads the fourth-best heart 
Z wins the ten with the ace. He finds there are between 
the two hands, his own and dummy's, two suits of eigbt 
cards, but the diamonds are the more unequally divided, 
so he plays for that suit. He also leads the high cards 
from the shorter hand, beginning with the ace and king. 

After making five diamonds, he leads a small spade 
for the finesse, avoiding the mistake of leading a jack to 
an ace-queen suit, without the ten in either hand. Wh^ 
the queen wins, he may as well mske the ace, as a dub 
lead would let in aU the hearts. When the king drops, 
the jack of spades is good for another trick and the game. 
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Had he led the jack of spades, he would have stopped at 
two by cards, as B would have put on the king, to force 
Z to play two honors to get one trick. 

Apart from finessing, which has aheady been dealt 
with, th^ most important point for the declarer to watch 
in a no-trumper is the making or keeping of reentries. 
There is no surer sign of a good player than the care with 
which he preserves the winning cards in the hand that is 
more likely to need them for reentry purposes. Any high 
card that will bring a suit into play is called a reentry. It 
may be in the suit itself, or in another suit. The most 
easily overlooked are those in the suit itself. They are 
preserved by a process which is called ''ducking.'' Here 
is an example: 

No. 128 





V 


9 84 








♦ 


Q3 









E 10 8 5 






E J5 


Q 10 9 8 






^ 


Y 


^ 


10 7 


♦ 


86 


A B 

f9 


♦ 


A E9742 





A Q 64 





9 7 2 


♦ 


A E J 2 


z 


♦ 


43 




AQ63 


2 






♦ 


J 10 5 









J3 






♦ 


7 6 5 







Z started with a heart, which is not a sound bid on his 
cards, as the defensive element is not there, but A would 
have bid no-trumps in any event. 

Trusting his partner for some defence in hearts, Y led 
the nine. Z put on the ace and returned a spade to 
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dummjr's weaknesB. A won with the king and led a dah, 
playing the smalleat from B's hand, without regard to T. 
He sees that in order to go game he must make mcne than 
two dubs, but as one or the other of his adverBaries must 
have three dubs, it is impossible to drop the queen, jaA 
and ten in two leads, and the only reentry for the dubs 
is in the suit itself. 

Z won the dub trick with the ten, and led a diamcMid, 
whidi A won with the aoe, leading another dub. If both 
idayers do not foUow suit to this lead, the game is im- 
possible. If th^ do, it is a certainty. 

Reentries in another suit frequently depend on their 
necessity having been foreseen and provided for bom the 
start Here is a rather interesting examide: 
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<7 


QJ 








<?> 


A2 









Q J 10 7 6 8 






10 9 84 


862 






<5> 


Y 


^ 


7632 


4> 


K J9 


A B 


<?> 


8 7 6 





864 





E92 


4> 


K J5 


Z 


♦ 


Q9 7 




AE5 








♦ 


Q 10 6 4 3 









A 






♦ 


A 10 4 3 







Z bid no-trump, and A led a small heart. Hie caidess 
players, who did not stop to figure out the possibilities of 
the hand, let the jack of hearts^ hold the trick and failed 
to go game. Those who saw that two reentries would be 
necessary in Y's hand to force out the king of diamonds 
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and then to get in again to make the suit, gave up the 
king of hearts on the first trick. Then they led the ace of 
diamonds, put dummy in with the small heart, so as to 
hold the command of the club suit, and got in with the 
aoe of clubs to make four more diamonds. 

Unblocking is an important part of the dealer's duties, 
and it is astonishing the number of tricks that can be lost 
by a little carelessness in this respect. One very common 
error lies in assuming that the opponents will win certain 
tricks the moment they get the chance. Here is an 
interesting example of this mistake: 

No. 130 





s? 


J 84 








4> 


AQ 









Q 10 6 5 2 






10 3 


642 






7 


Y 


^ 


E972 


<?> 


K J 10 8 2 


•11 

A B 


♦ 


9 64 





9 84 





A 73 


♦ 


Q 10 7 


z 


♦ 


K95 




A Q6 5 








♦ 


7 53 









K J 






♦ 


A J 8 3 







Z bid no-trump and A led the ten of clubs. Assuming 
this to be from king-jack-ten, Y played the queen and it 
held. Then he led a small diamond and the king won. 
He returned the jack, and taking it for granted B would 
-win it with the ace, played a small card from dummy. 
But B held up the ace, to see if Z had any more. 

This kills the diamond suit unless Z can make a second 
reentry by leading the queen of hearts and getting the 
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king out of the way. But B would not bite on that bait 
dther, 80 Z led a small heart next and B won the jack 
with the king and led back the nine, to ahut out the 
eight. This set the contract. 

All this trouble would have been avcuded if Z had bees 
careful to overtake the jack of diamonds with the queea 
and gone right along until the ace felL Then he must win 
the game. 

This rule of high cards from the short hand is one of the 
most easily remembered, but it is constantly forgptteo 
by many persons when it comes to its application in the 
play of a hand. Those who have learnt the rule for the 
adversaries of the declarer always to play the second- 
best card of their partner's suit, when they make no 
attempt to win the trick, will see the similarity of Ite 
dealer's play on his own suits. Here is a curious illus- 
tration of the result of forgetting this rule: 

No. 131 





7 


83 






<?> 


10 7 6 6 2 







10 7 3 




K J 10 7 2 


Q84 




^ 


y 


7 


♦ 


K J9 


A B 


♦ 





J9 







♦ 


A 10 7 


Z 


4> 




AQ4 






♦ 


AQ 







EQ6542 




♦ 


J6 





965 
843 
A 8 
K9533 



Z is playing a no4rumper, and A leads the tea of 
hearts, which Z wins with the queen. Diamonds bdng 
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the suit longest between the two hands, Z starts with the 
king, and carelessly plays the three from dummy. B won 
the trick with the ace and returned the heart. Now Z 
sees that there is no way in which he can make more than 
the odd trick, and his partner's club take-out has driven 
him to bidding two. 

Had he been careful to unblock the diamonds by 
playing the seven, dummy's second-best, to the first 
trick, he would have won the game by giving A his two 
hearts at the end, when A had discarded down to two 
dubs, two hearts and a spade, as A would make his two 
hearts and lose bis two clubs. 



THE LAWS OF AUCTION 

Retibbd to January, 1918 

EtprMed and eopyrighiedf 1917, hy permianon df 
The WhiBt Clvb cf New York 

Thb Rubber 

1. A rubber oontinues until one side wins it by winning two games. 
When the first two games decide the rubber a third is not plajred. 

Scoring 

2. Each side has a trick score and a score for all other counts, 
generally known as the honor score. In the trick score the only 
entries made are points for tricks won (see Law 3), which count both 
toward the game and in the total of the rubber. 

All other points, including those scored for honors, penalties, 
slam, little slam, and undertricks, are recorded in the honor score, 
which counts only in the total of the rubber. 

3. When the declarer wins the number of tricks bid or more, each 
above sue* counts on the trick score: six points when dubs are 
trumps, seyen when diamonds are trumps, eight when hearts are 
trumps, nine when spades are trumps, and ten when the dedaratioD 
is no trump. 

4. A game consists of thirty points made by tricks alone. ESvery 
deal is played out, whether or not during it the game be conduded, 
and any points made (even if in excess of thirty) are counted. 

5. The aoe, Idng, queen, knave, and ten of the trump suit are the 
honors; when no trump is dedared, the aces are the honors. 

* Suoh tricks are generally called *'odd tridca." 
335 
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6. Honon aro credited to the original holders; they are valued » 
foHows: 



WHEN A TRUMP IS DECLARED 
3^ honors held between partners equal value of 2 tricks. 

A li H II it « it A €€ 

r it <i n II i€ u e « 

4 " in 1 hand " 8 " 



in Ihand 






5th in 


«< 1 fC 


partner's 


II ^ tt 


hand 



4 « " 1 " -( partner's > " 9 

5 " " 1 " ( hand ) " 10 



WHEN NO TRUMP IS DECLARED 

3 aoes held between partners count 30 

A it tt tt tt tt ^ 

4 " " in one hand " 100 



7. Slam is made when partnen take thirteen tricks.! It eounti 
100 points in the honor score. 

8. Little slam is made when partners take twelve tricks, t It 
counts 50 points in the honor score. 

. 0. The value of honors, slam, or Uttle slam is not affected by 
doubling or redoubling. 

10. At the end of a rubber the winners score 250 points addi- 
tional. 

The trick, honor and bonus scores of each side are then added 
and the sise of the rubber is the difference between the respective 
totals. 

The losers of the rubber are entitled to the difference when 
they have the larger total. 

11. When a rubber is started with the agreement that the play 
shall terminate (i.e., no new deal shall commence) at a spedfied 
time, and the rubber is \mfinished at that hour, the score is made 

f * Frequently called "ilmple honors.*^ 

t Law 84 prohibits a revokiiic aide from ecoriag alam, and proridfli thai 
trioka reoeived by the declarer aa penalty for a revoke ahall not entitle him to a 
alaxn not otherwiae obtained. 

t Law 84 prohibits a revoking aide from acoring little alam, and providei 
that tricka received by the declarer as penalty iat a revoke shall not entitle 
him to a little dam not otherwiae obtained. When a declarer bida 7 and takes 
twelve tricka be counts 60 for little alam, although hia declaration talk. 
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iil> as it stands, 125 being added to the score of the winners of a 
K^xne. A deal if started must be played out. 

11a. If a rubber be started without any aisreement as to its ter- 
mination and before its conclusion one player leaves without ap- 
I>ointing an acceptable substitute (see Law 26), his adversaries have 
tixB right to elect whether the score be cancelled or counted as if 
oo-vered by Law 11. 

12. A proved error in the honor score may be corrected at any 
tdxne before the score of the rubber has been made up and agreed 
upon. 

13. A proved error in the trick score may be corrected at any time 
l>ef ore a declaration has been made in the following game, or, if it 
occur in the final game of the rubber, before the score has been made 
up and agreed upon. 

CumNQ 

14. In cutting, the ace Is the lowest, the king the highest card; 
between cards of otherwise equal value the spade is the lowest, the 
heart next, the diamond next, and the dub the highest. 

15. Every player must cut from the same pack. 

16. Should a player expose more than one card, the highest is his 
cut, except as provided for in Law 19. 

FoBMiNQ Tables 

17. Tliose first in the room have the prior right to play. Can- 
didates of equal standing decide their order by cutting; those who 
oat lowest play first. 

IS. Six players constitute a complete table. 

10. After the table has been formed, the players cut to decide 
upon partners, the two lower play against the two higher. In 
cutting for partners, should a pla3rer expose more than one card, he 
must cut again. The lowest is the dealer, who has choice of cards 
and seats, and, having made his selection, must abide by it.* 

20. The right to succeed players as they retire is acquired by 
announcing the desire to do so, and such announcements, in the 
Older made, entitle candidates to places as vacancies occur. 

Cu^nNQ Out 

21. n, at the end of a rubber, admission be daimed by one or two 
ffffY^lAufim^ the player or players who have played the greatest num- 

^ He may consult hia partner before making hia deeiaion. 
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berof eonneativeniblMnwitlidmw; when man pkjpcn tiyu 
•re euidkbtes hare pUyed the same number, the outeocn at 
dedded by catling; the highest are oat* 

RlQETT OF ENTBT 

22. At the begimung of a rubber a euididate is not entHlBi 
to enter a table unless he declare his intentian before any plays 
cut, either for partnerSy for a new rubber, or for cutting out. 

23. In the fonnation of new tables candidates wiio have not 
played at an existing table haye the prior ri^t of entry. Othen 
determine their right to adnussion by cutting. 

24. When one or more players bdonging to an existing iaUe aid 
in making up a new one, idiich cannot be fonned without liim or 
them, he or they shall be the last to cut out 

25. A player belonging to one table ^dio enters anotho*, or ai^ 
nounoes a desire to do so, forfeits his rights at his original tables 
unless the new table cannot be formed without him, in which esse 
he may retain his position at his original table by sanoundog 
his intention to return as soon as his place at the new taUe can be 
filled. 

26. Should a player leave a table during the progreos of a rubber, 
he may, with the consent of the three others, i^ipoint a substitute to 
play during his absence; but such i4)pQintment becomes Yoid 
upon the conclusion of the rubber, and does not in any way aflfoet 
the ri^ts of the Substitute. 

27. If a pbyer break up a table, the others have a prior light of 
entry elsewhere. 

SUUFFLINO 

^ 28. The pack must not be shuffled below the table nor so the h» 
of any card be seen. 

29. The dealer's partner must collect and shuffle the cards from 
the preceding deal. He must then place them face downward to 
the left of the next dealer, where they must remam untouched until 
the end of the current deal. 

30. At the conclusion of the deal the next dealer has the right 
to shuffle his pack, but should a card or cards be seen during his 
shuffling or while the pack is being cut, he must roshuffle-t 

* 8m Law 14 M to tsIim of oudi in outtinc. 

t Hm dMte hM tlM risht to ibuiBo Urt except ia tho OMe 0OT««d hr Liv Si 
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Thb Dsal 

31. Flayers deal in turn; the order of dealing is to the left. 

32. Immediately before the deal, the player on the dealer's rig^t 
cnita, so that each packet contains at least four cards. When in or 
after cutting, and prior to the beginning of the deal, a card is exposed 
or when any doubt exists as to the place of the cut, the dealer must 
reshuffle and the same player must cut again. 

33. After the pack has been properly cut, it should not be re- 
sliuffled or recut except as provided in Law 32. 

34. Should the dealer shuffle after the cut, his adTersaries may 
subsequently shuffle and the pack must be cut again. 

35. The fifty-two cards must be dealt face downwaid. The 
deal is completed when the last card is dealt. 

36. In the event of a misdeal, the same pack must be dealt again 
by the same player. 

A Nsw Dbal 
87. Hiere must be a new deal: 

(a) If the cards be not dealt, beginning at the dealer's left, into 
four packets, one at a time and in regular rotation. 

(6) If, during a deal, or during the play, the packte proved 
incorrect.^ 

(c) If, during a deal, any card be faced in the pack or exposed, 

on, above, or below the table. 

(d) If more than thirteen cards be dealt to any player.f 

(e) If the last card do not come in its regular order to the dealer. 
(/) If the dealer omit having the pack cut, deal out of turn or 

with the adversaries' cards, and either adversary cafl 
attention to the fact before the end of the deal and before 
looking at any of his cards. 
(g) If, before, during, or at the conclusion of the i^y, one player 
hold more than the proper nimiber of cards and another 
less. 

38. Should a correction of any offence mentioned in 37 / not be 
made in time, or should an adversary who has looked at any of his 
cards be the first to call attention to the error, the deal stands, and 

* A «omot pack oontains fifty-two eaxda divided into four fuita ci tldrtem 
eardf Moh, eaeh suit oontaininc one card of eaeh denomination, 
t Tliis error, whenever diaoovered, renders a new deal neoeaaary. 
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the game prooeeds as if die deal had been ooirect, the player to fiie 
left dealing next. When the deal has been with the wnxig cardsp the 
next dealer, when it is his turn to deal, may take whichever pack he 
prefers. 

39. If, prior to the cut for the following deal, a pack be pmrei 
incorrect, the deal is void, but all prior scores stand. 

The pack is not incorrect when a missing card or cards are found in 
the other pack, among the quitted tricks, below the table, or in any 
other place which makes it possible that such card or cards were pari 
of the pack during the deal. 

40. Should three players haye their proper number of cards, the 
fourth, less, the missing card or cards, if found, belong to him, and 
he, unless dummy, is answerable for any established revoke or re- 
yokes he may have made just as if the missing card or cards had 
been continuously in his hand. When a card is miasing any player 
may search the other pack, the quitted tricks, or dsewheie for it.^ 

41. A player may not cut, shuiOie, or deal for his partner if eithff 
adversary object. 

41a. A player may not lift from the table and look at any of his 
cards until the end ol the deal. The penalty iot the violaticHi of this 
law is 25 points in the adverse honor score for each card SO examined. 

Thb Dbcuuution 

42. Tlie dealer, having examined his hand, must either pass or 
declare to win at least one odd trick,t ather with a qiedfied suit as 
trump or at no-trump. 

43. The dealer having declared or passed, each pbyer in tuns, 
beginning on the dealer's left, must pass, make a higher dedantion, 
double the last declaration made by an opponent, or redouble an 
opponent's double, subject to the provisions of Law 56. 

44. When all four players pass their first opportimity to deckra^ 
the deal passes to the next player. 

45. The order in value of declarations from the lowest up is dubs, 
diamonds, hearts, spades, no-trump. 

To overbid a declaration, a player must bid, mther. 
(a) An equal number of tricks of a more valuable ^^imMfen or 
(&) A greater number of tricks. 

* The fact that a deal \m eoneluded without any daim of inesularity dull be 
deemed as eonolimve that euoh card was part of the iMidc dinizks the deal 
t One trick more than six. 
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£S.g.y 3 spades over 3 diamonds; 6 dubs over 4 hearts; 4 diamonds 
o^er 3 no-trump. 

46. A player in his turn may overbid the previous adverse dedara- 
tiozi any number of times, and may also overbid his partner, but he 
cannot overbid his own declaration which has been passed by the 
tbree others.* 

47. The player who makes the final declaration f must play the 
combined hands, his partner becoming dmnmy, unless the suit 
or no-trump finally declared was bid by the partner before it was 
called by the final declarer, in which case the partner, no matter 
inrhat bids have intervened, must play the combined hands. 

48. When the player of the two hands (hereinafter termed "the 
declarer") wins at least as many tricks as he declared, he scores the 
full value of the tricks won (see Law 3)4 

48a. Wh^i the declarer fails to win as many tricks as he dedareSi 
neither he nor his adversaries score anything toward the game, but 
his adversaries score in their honor colunm 50 points for each under- 
trick (i.e., each trick short of the niunber declared). If the declara- 
tion be doubled, the adversaries score 100 points; if redoubled, 200 
points for each undertrick. 

49. If a pUyer make a declaration (other than a doubleg or a 
peasf ) out of tiun either adversary may cancel or accept it. 

When a declaration out of turn is cancelled the player whose turn 
it was to declare bids, and the partner of the offending player may 
not thereafter participate in the declaration. 

When a declaration out of turn is accepted it becomes the turn 
of the player to the left of the offender to declare and the partner 
of the offending player retains the right to partidpate in the declara- 
tion. 

After a declaration out of turn, should the adversary to the left 
of the offender dther pass, double, or declare before the improper 
bid is accepted or cancelled, such act accepts the bid and thereby 
makes it the tvam of said adversary. 

• f:Jhould the adveisary to the right of a player who has bid out of 
turn be the proper dedareri and should he pass, double, or dedare 

* Btim ifl the maximum declaration, and if it be made, the only bid there- 
after pormitted (except a double) is seven of a higher valued declaration, 
t A declaration becomes final when it has been passed by three players. 
t For amount scored by declarer, if doubled, see Laws 55 and 58. 
(See Law 49a. 
1 See Law 496. ( 
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befon tbe i m proper bid be accepted or cancelled* eueh act is a ci^ 
cdiation of the improper dedaratbn. 

When a bid out of turn is cancelled, it having been the tum of lie 
partner of the offending player to dedaie, such turn passes to tie 
adrerBaiy on the left of said partner. 

49o. If a player double, or redouble when it is hie partner's tarn 
to dedare, dther adTereaiy may 

(a) Accept the douUe or redouble as if it had been made m ton. 

(b) Demand a new deal. 

(c) Can the lud that was doubled or redoubled final, and eieet 

whetho' the double or redouble stand. 

Tlwre is no penalty for a double or redouble out of turn when tts 
partner of the offender has already passed the declaration.* 

When a declaration is made final nather a redouble nor any other 
declaration may be made. 

496. A pass out of tum cannot be penalised and does not afiieet 
the order of bidding. The bidding is continued by the plajrer whan 
tum it was when the pass out of tum was made. 

The playw who has passed out of tum may only re-enter tbe 
bidding in case the declaration he has passed be overbid or doubled. 

Should the adversaiy to the left of a player who passes out of tun 
be misled thereby and either pass or dedare, such act accepts ti» 
pass as being in tum. 

50. If a player make an insufficient declaration, either adyerssry 
may demand that it be made sufficient in the declaration named, in 
which case the partner of the declarer may not further dedare 
unless an' adverBaiy st^bsequent^r bid or double. 

SOa, If a player who has been debarred from bidding under Laws 
49, 50, 62, or 66, during the period of such prohibition, make any 
declaration (other than passing), either adversary may dedde 
whether such declaration stand, and neither the offending player nor 
his partner may further partidpate in the bidding even if the adver- 
saries double or dedaro. 

506. A penalty for a declaration out of tum (see Law 49), an in- 
suffident declaration (see Law 50), or a bid when prohibited (see 
Law 50o) may not be enforced if dther adversary pass, double^ or 
dedaro beforo the penalty be demanded.! 

• Bee Law SOb. 

t Wlien the penalty for an inauflSdent dfeelaration ia not denanded, tba bid 
orer whioh it was made may be repeated imleaB some higher bid has iaterreiMd. 
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SOc. Laws which give to either adyersary the right to enforce a 
penalty do not permit consultation. Either adversary may call 
attention to the offence and select or forego a penalty, or may pass 
tlie privilege to his partner. If odnsultation take place the right to 
demand a penalty is forfeited.* The first decision made by either 
adversaiy is final and cannot be altered, t 

51. At any time during the declaration, a question asked by a 
player concerning any previous bid must be answered, but, after the 
final declaration has been accepted, if an adversary of the declarer 
inf onn his partner regarding any previous declaration, the declarer 
zoay call a lead from the adversary whose next turn it is to lead. If 
the dummy give such information to the declarer, either adversary 
of the declarer may call a lead when it is the next turn of the de- 
darar to lead from either hand. A i^yer, however, at any time 
may ask what declaration is being played and the question must be 
answered. 

62. If before or during the declaration a player give any informa- 
tion concerning his hand other than that conveyed by a legitimate 
declaration, his partner may not thereafter participate in the bidding. 

53. A double once made may not be altered. 

No declaration may be altered after the next player acts-t 
Before action by tiie next player a no trump or suit declaration 
may be changed. 

(a) To correct the amount of an insufficient bid. 

(2>) To correct the denomination but not the sise of a bid in 
which, due to a lapsits linguoB, a suit or no trump has been 
called which the declarer did not intend to name. 

54. After the final declaration has been accepted, the play begins; 
the player on the left of the declarer leads. 

DOUBLINO AND REDOUBLmO 

65. Doubling and redoubling doubles and quadruples the value 
of each trick over six, but it ^pes not alter the value of a declaration; 
e.g., a declaration of 'Hhree clubs" is higher than "two spades" 
doubled or redoubled. 

< The quMtion, '* Partner, will you select the penalty, or shall IT" is a fonn of 
consultation and is not t>ermitted. 

t When a player directs his partner Eo select the penalty and the partner f aila 
to do so or attempts to refer the privilege back, the right is forfeited. 

X Such an alteration may be penalised as a bid out of turn. (See Law 49.) 
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56. Any declaration may be doubled and redoubled onoe, but 
not more; a player may not double ^his partner's dedaraticm, nor 
redouble his partner's double, but he may redouble a dedaratkui of 
his partner which has been doubled by an adversary. 

llie penalty for redoubling more than once is 100 points in the 
adyerse honor score or a new deal; for doubling a partner's dedanr 
tion, or redoubling a partner's double it is 50 points in the advene 
honor score. Either adversary may demand any penally enforce- 
able under this law. 

57. Doubling or redoubling reopens the bidding. When a dec- 
laration has been doubled or redoubled, any one of the three soo- 
ceeding players, including the player whose declaration has been 
doubled, may, in his proper turn, make a further declaration of 
higher value. 

^ 58. When a playw whose declaration has been doubled wins the 
declared number of tricks, he scores a boniis of 50 points in his honor 
score, and a further 50 points for each additional trick. When he or 
his partner has redoubled he scores 100 points for wMJnng the ood- 
tract and an additional 100 for each extra trick. 



DuiiMT* 

59. As soon as the player on the left of the declarer leads, the 
declarer's partner i^aoes his cards face upward on the table, and the 
declarer i^ys the cards from that hand. 

60. The partner of the declarer has all the rights of a player in- 
cluding the right to call attention to a lead from the wrong hand), 
until his cards are placed face upward on the tablcf He then 
becomes the dummy, and takes no part whatever in the play, except 
that he has the right: 

(a) To can the declarer's attention to the fact that too many or 

too few cards have been played to a trick; 
(6) to correct an improper daim of either adversary; 

(c) to call attention to a trick erroneously taken by either side; 

(d) to participate in the discussion of any disputed question of 

fact after it has risen between the declarer and either ad* 
versary; 

(e) to correct an erroneous score; 

* For additional lawv affecting dummy, aee 61 and 08. 

t The penalty is determined by the deolanr (aee Law 67} 
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(J) to consult with and advise the declarer as to which penalty 

to exact for a revoke; 
(g) to ask the declarer whether he have any of a suit he has 

renounced. 

The dummy, if he have not intentionally looked at any card in 
the hand of a player, has also the following additional rights: 

(h) to call the attention of the declarer to an established adverse 

revoke; 
(0 to call the attention of the declarer to a card exposed by an 

adversary or to an adverse lead out of turn; 
(j) to call the attention of the declarer to any right which he may 

have under any law; 
(k) to direct the declarer who would concede a trick or tricks 

to the adversaries to play out the hand.* 

61. Should the dummy call attention to any other incident in 
the play in consequence of which any penalty might have been 
exacted, the declarer may not exact such penalty. Should the 
dummy avail himself of rights (h), (i), (;'), or (k), after intentionally 
looking at a card in the hand of a player, the declarer may not benefit 
thereby. 

62. If the dummy, by touching a card or otherwise suggest the 
play of one of his cards, either adversary may require the declarer 
to play or not to play such card. 

62a. If the dummy call to the attention of the declarer that he is 
about to lead from the wrong hand, either adversary may require 
that the lead be made from that hand. 

63. Dummy is not subject to the revoke penalty; if he revoke and 
the error be not discovered until the trick be turned and quitte<S, 
whether by the rightful winners or not, the revoke may not be cor- 
rected. 

64. A card from the declarer's hand is not played imtil actually 
quitted, but should he name or touch a card in the dimmiy, such 
card is played unless he say, ''I arrange," or words to that effect. 
If he simultaneously touch two or more such cards, he may elect 
which to i^y. 

Exposed Cabds 

65. The following are exposed cards: 

(1) Two or more cards played simultaneously; 
« See Law 96. 
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(2) a caid dropped face upward on the taUe, even tlioug)i 

SEiatched up so quickly that it cannot be named; 

(3) a card so held by a player that his partoier sees any partioa 

of its face; 

(4) a card mentioned by either adyersary as being held in his 

or his partner's hand. 

A card dropped on the floor or elsewhere below the table and not 
seen by the partner,* or so held that it is seen by an advenaaiy but 
not by the partner, is not an exposed card. 

Cabdb Exposed bxfobb Plat 

06. After the deal and before the declaration has been finally 
determined, if any player lead or expose a card, his partner may not 
thereafter bid or double during that declaration, t and the card, if 
it belong to an adversary of the eventual declarer, becomes an ex- 
posed card. X When the partner of the offending player is the original 
leader, the declarer nu&y also prohibit the initial lead of the suit of 
the exposed card. 

67. After the final declaration has been accepted and before the 
lead, if the partner of the proper leader expose or lead a card, the 
declarer may treat it as exposed or may call a suit from the proper 
leader. A card exposed by the leader, after the final dedaratkxn 
and before the lead, is subject to caU.§ 

Cabdb Exposed duhino Plat 

68. An exposed card must be left face upward on the table. Until 
it is played the declarer has the right to call it at any time when it 
is the turn of its owner to play or lead, but the owner may play or 
lead it whenever he has the opportunity. 

69. A player cannot be compelled to play a card which would 
oblige him to revoke. 

70. Should an exposed card be called and the player be unable to 
obey the call because he is obliged to follow suit, the card is still 
exposed and the call may be repeated any number of times until the 
card is played. 

71. Two or more cards played simultaneously by either of the 
declarer's adversaries give the declarer the right to call any one of 

* If Men by the partner it is an ezpoeed eaxd. 

tSeeLawSOo. ^SeeLaw68. iSeeLawSS. 
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sach cards to the cunent trick and to treat the other caid or cards as 
exposed. 

72. Should an adyeraary of the dedaier expose his last oaid before 
his partner play to the twelfth trick, the two cards in his partner's 
hand become exposed, must be laid face upward on the table, and 
are subject to call. 

73. If, without waiting for his partner to play, either of the 
declarer's adyersaries play or lead a winning card, as against the 
declarer and dimmiy and continue (without waiting for his partner 
to play) to lead several such cards, the declarer may demand that 
the partner of the player in fault win, if he can, the first or any other 
of these tricks. The other cards thus improperly played are ex- 
posed. 

74. If either or both oi the declarer's adversaries throw his or their 
cards face upward on the table, such cards are exposed and liable to 
be called; but if either adversary retain his hand, he cannot be 
forced to abandon it. Cards exposed by the declarer are not liable 
to be called. If the declarer say, ^'I have the rest," or any words 
indicating the remaining tricks or any number thereof are his, he 
may be required to place his cards face upward on the table. He is 
not then allowed to call any cards his adversaries may have exposed, 
nor to take any finesse, not previously proved a winner, unless he 
announce it when making his claim. 

75. If a player who has rendered himself liable to have the highest 
or lowest of a suit called (Laws 80, 86, and 02) fail to play as directed, 
or if, when called on to lead one suit, he lead another, having in his 
hand one or more cards of the suit demanded (Laws 66, 76, and 93), 
or if, when called upon to win or lose a trick, he fail to do so when 
he can (Laws 73, 80, and 92), or if, when called upon not to play a 
suit, he fail to play as directed (Laws 66, 67) he is liable to the penalty 
for remove (Law 84), unless such play be corrected before the tridc 
be turned and quitted. 

Leads Out of Tubn 

76. If an adversary of the dedarer lead out of turn, the declarer 
may treat the card so led as exposed or may call a suit as soon as it 
is the turn of either adversary to lead. Should they lead simul- 
taneously, the lead from the proper hand stands, and the other card 
isexpoeed. 

77. If the declarer lead out of turn, either from his own hand or 
dummy, he incurs no penalty, but he may not rectify the error unless 
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directed to do bo by an adveraaiy.* If the seoond hand i>lay, tiie 
lead IB aooepted. 

78. If an adversary of the declarer lead out of turn, and the 
declarer follow either from his own hand or dummy, ihe lead is 
accepted. If the declarer before playing refuse to accept the lead, 
the leader may be penalized as provided in Law 76. 

79. If a player called on to lead a suit have none of it, the penalty 
is paid. 

Cabds Platbd in Ebbob 

80. Should the fourth hand, not being dummy or dedarer, play 
before the second, the latter may be required to play his highest or 
lowest card of the suit led, or to win or lose the trick. In such case^ 
if the second hand be void of the suit led, the declarer in lieu of any 
other penalty may call upon the second hand to play the highest card 
of any designated suit. If he name a suit of which the secondhand 
is void, the penalty is paid.t 

81. When any one, except dummy, omits playing to a trick, and 
such error is not corrected until he has played to the next, the 
declarer or either of his adversaries, as the case may be, may daim 
a new deal; should either decide that the deal stand, the surplus 
card (at the end of the hand) is considered played to the imperfect 
trick, but does not constitute a revoke therein.} 

82. When any one, except dummy, plays two or more cards to the 
same trick and the mistake is not corrected, he is answerable for 
any consequent revokes he may make. When the error is detected 
during the play, the tricks may be counted face downward, to see if 
any contain more than four cards; should this be the case, the tridc 
which contains a surplus card or cards may be examined and such 
card or cards restored to the original holder. § 

Thb Revokb f 

83. A revoke occurs when a player, other than dummy, holding 
one or more cards of the suit led, plays a card of a different suit. It 

* The rule in Law 60e as to eonsultatioiifl governa the right of mdrmwrnnm fD 
eonault as to whether such direction be given. 

t Should the declarer play third hand before second hand, the foorCli hand 
may without penalty play before his partner. 

t As to the right of adversaries to consult, see Law 50e. 

I Either adversary may decide which card shall be considered played to tbs 
triok which contains more than four cards, but such decision shall not afPeet 
the winning or losing of the trick. 

tSeeLawTft. 
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beoomeB an established revoke when the trick in which it oecura is 
turned and quitted by the rightful winners* (Le., the hand re- 
moved from the trick after it has been turned face downward on the 
table), or when either the revoking player or his partner, whether 
tA turn or otherwise, leads or plays to the following trick. 

84. The penalty for each established revoke is; 

(a) When the declarer revokes, he cannot score for tricks and 
his adversaries add 100 points to their score in the honor 
column for each revoke, in addition to any penalty to 
which they may be entitled for his failure to make good 
his declaration. 

(6) When either of the adversaries revokes, the declarer for 
the first revoke may either score 100 ix>ints in his honor 
column or take three tricks from his opponents and add 
them to his own.f Such tricks may assist the declarer 
to make good his declaration, X but shall not entitle him to 
any further bonus in the honor colxunn, by reason of the 
declaration having been doubled or redoubled, nor to a 
slam or little slam not otherwise obtained. § (See 
Laws 7, 8 and 58.) For each subsequent revoke he adds 
100 points to his honor score. 

The value of their honors is the only score that can be made by a 
revoking side. 

85. A player may ask his partner if he have a card of the suit 
which he has renoimced; should the question be asked before the 
trick be turned and quitted, subsequent turning and quitting does 
not establish a revoke, and the error may be corrected unless the 
question be answered in the negative, or unless the revoking player 
or his partner have led or played to the following trick. 

85a. Should the dummy leave the table during the play, he may 
ask his adversaries to protect him from revokes during his absence; 
such protection is generally called ''the courtesies of the table" or 
''the courtesies due an absentee." 

If he make such request the penalty for a revoke made by the 
declarer during the dummy's absence may not be enforced unless iiv 

* Exoept as provided in Law 85. 

t The dummy may advise the declarer which penalty to exact. 

X They may enable him to win a game and if that game conclude the rubber, 
l^ye him the 250 points bonus. 

i The value of the three tricks doubled or redoubled as the case may be, i% 
oounted in the trick score. 
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due season an adversary have asked the dedaier whether he have a 
card of the suit he has renoimoed. 

86. If a player correct his mistake in time to save a revoke, any 
player or players who have followed him may withdraw hia or their 
cards and substitute others, and the cards so withdrawn are not 
exposed. If the player in fault be one of the declarer's adversariesi 
the card played in error is exposed, and the declarer may call it 
whenever he pleases, or he may require the offender to play hii 
highest or lowest card of the suit to the trick. 

86a. If the player in fault be the dedaier, either adversary may 
require him to play the highest or lowest card of the suit in whidi 
he has renounced, provided both his adversaries have played to the 
current trick; but this penalty may not be exacted from the dedarer 
when he is fourth in hand, nor can it be enforced at all from the 
dummy. 

87. At the end of the play the daimants of a revoke may seardi 
all the tricks. If the cards have been mixed, the daim may be urged 
and proved if possible; but no proof is necessary and the claim is 
established if, after it is made, the accused player or his partner mix 
the cards before they have been suffidently examined by the 
adversaries. 

88. A daim that a revoke has been made cannot be allowed after 
the cards have been cut for the following deal, or when the deal con- 
dudes the rubber, after the score has been made up and agreed upon 
or after the cards have been cut for any purpose connected with the 
next rubber. 

89. Should both sides revoke, the only score permitted is for 
honors. In such case, if one side revoke more than once, the penalty 
of 100 points for each extra revoke is scored by the other side. 

Gbnebal Laws 

90. A trick turned and quitted may not be looked at (eatoept 
under Law 82) until the end of the play. The penalty for the vio- 
lation of this law is 25 points in the adverse honor score. 

01. Any player during the play of a trick or after the four cards 
are played, and before the trick is turned and quitted, may demand 
that the cards he placed before their respective players. 

92. When an adversary of the declarer, before his partner plays 
calls attention to the trick, either by saying it is his, or, without 
being requested to do so, by naming his card or drawing it toward. 
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himi the declarer may require such partner to play his highest or 
lowest card of the suit led, or to win or lose the trick. 

03. An adversary of the declarer may call his partner's attention 
to the fact' that he is about to play or lead out of tium; but if, during 
the play, he make any unauthorized reference to any incident of the 
play, the declarer may call a suit from the adversary whose next 
turn it is to lead. If the dummy similarly offend, either adversary 
may call a lead when it is the next turn of the declarer to lead from 
either hand. 

04. In all cases where a penalty has been incurred, the offender is 
bound to give reasonable time for the decision of his adversaries. 

05. If the declarer concede one or more tricks and the concession 
be accepted, such trick or tricks belong to the adversaries even if it 
would have been impossible for the declarer to lose such trick or 
tricks had the hand been played out.* 

If an adversary of the declarer concede a trick or tricks, such 
concession is binding if agreed to at the time by the partner ol the 
conceding player. Silence shall be regarded as consent. 

New Cabob 

06. Unless a pack be imperfect, no player has the right to call for 
one new pack. When fresh cards are demanded, two packs must be 
furnished. When they are produced during a rubber, the adver- 
saries of the player demanding them have the choice of the new cards. 
If it be the beginning of a new rubber, the dealer, whether he or one 
of his adversaries call for the new cards, has the choice. New cards 
cannot be substituted after the pack has been cut for a new deal. 

07. A card or cards torn or marked must be replaced by agreement 
or new cards furnished. 

Btbtandsbs 

08. While a bystander, by agreement among the players, may 
decide any question, he should not say anything unless appealed to; 
and if he make any remark which calls attention to an oversight 
affecting the score, or to the exaction of a penalty, he is liable to be 
called upon by the players to pay the stakes (not extras) lost. 

* Unless before the aoceptance of the concession the dummy who has not 
looked at any cards in the hand of an adversary demand that the deal be played 
out. (9ee Law dOifc.) 
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diQumTii ov AucnoN 

In the game of Auction slight intimations convey much infonna- 
tion. The laws fix penalties for an ofifenoe. To ofifend against 
etiquette is more serious than to offend against a law; for in the 
latter case the offender is subject to the prescribed penalties; in 
the former his adyersariee are without redress. 

1. Declaration should be made in a simple manner, thus: "one 
heart/' ''one no-trump/' "pass/' "double"; they should be made 
orally and not by gesture. 

2. Aside from his legitimate declaration, a player should not indi- 
cate by word or gesture the nature of his hand, or his approval or 
disapproval of a play, bid, or double. 

3. If a player demand that the cards be placed, he should do so 
for his own information and not to call his partner's attention to 
any card or play. 

4. An opponent of the declarer should not lead until the pre- 
oeding trick has been turned and quitted; nor, after having led a 
winning card, should he draw anoth^ from his hand before his paii- 
ner has played to the current tricky 

5. A card should not be played with such emphasis as to draw 
attention to it, nor should a player detach one card from his hand 
and subsequently play another. 

6. A player should not purposely incur a penalty because he is 
willing to pay it, nor should he make a second revoke to conceal a 
first. 

7. Conversation during the play should be avoided, as it may 
annoy players at the table or at other tables in the room. 

8. The dummy should not leave his seat to watch his partner 
play. He should not call attention to the score nor to any card or 
cards that he or the other players hold. 

9. If a player say, "I have the rest," or any words indicating that 
the remaining tricks, or any number thereof, are his, and one or 
both of the other players eaq)ose his or their cards, or request him to 
play out the hand, he should not allow any information so obtained 
to influence his play. 

10. A player having been cut out <^ one table should not seek 
admission in another unless willing to cut for the privilege of entry. 
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Note, The figures refer to the serial numben of the hands that 
ilhistrate the point mdezed. 

POnrr ILLUtTRATID HAITDB 

Ace-jack*ten finesse 1, 115 

Ace-queen finesse 116 

Ace-queen-jack finesse 127 

Ace-queen-jack-ten finesse 8 

Ace-queen, second hand 130 

Ace-ten 4th hand, queen small 2d hand 117 

Acknowledging weakness of a take-out 37 

Against no-trumpers, sit tight and lead 61 

Allow for having overbid forced declarations 55 

Anticipating a bid by asking a lead 82 

Asking a lead, 3d hand, after two passes 21 

Asking a lead, 4th hand, at no-trump 67, 85 

Asking a lead, when 2d hand doubles 84 

Asking a lead, while it is cheap to do so 82 

Asking if take-out is strong or weak 36, 37 

Assist, in spite of intervening bid 56 

Assist a forced bid, with more than average 55 

Assists always show tricks outside trumps 46 

Assisting a forced bid once only 51 

Assisting more than once, if strong enough 57 

Assisting on length in trumps 59 

Assisting on more than average values 54 

Assisting on outside tricks 49 

Assisting secondary bids 92, 94 

Assisting three times, if strong enough 57 

Avoid discarding weak suits at no-trump 107 

Avoid double meaning in down-and-out echo 103 

Avoid driving no-trumpers into safer bids 52, 86 

Avoid establishing winners in dunmiy 100 

Avoid leads from tenace suits 23, 98 

Avoid singleton leads, with foiur trumps 99 

Avoiding premature trump leads 123 

353 
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ponrr iLLVtmAnD bajim 

Bidding suits 2d hand against no-trumps 52 

Bidding for attack only, without defence 17, 18 

Bidding higher ranking of two equal suits 23 

Bidding on length, without the tops 16, 17, 18, 20 

Bidding supporting suits on 2d round 47 

Bidding two, with six of the suit 45 

Bidding two no-tnxmps, instead of doubling 81 

Bidding weak suits, with strong side cards 15 

Blocking re-entries by the eleven rule. 114 

Bluff doubles and redoubles 71 

Bluff doubles, to frighten opponents 40 

Border-line no-trump bids by dealer 83 

Borrowed tricks, for forced bids 55 

Building up a bid that should have been shut out 11, 12 

Coaxing a cover by 2d hand and not getting it 21 

Come-on signal, by the 3d hand 103 

Concentrating upon certain suits in the play 118 

Cover ant honor with an honor 110 

Cross-ruflSng an entire hand 3, 125 

Danger of doubling one-trick bids on average 68 

Danger of opponents building up a bid 11 

Deduct for short trumps, in assisting bids 58 

Defence shown by bids in minor suits 5 

Defenceless-suit bids deceive the partner 16 

Defensive bids on hands below average 80 

Defensive bids, 3d hand, to indicate a lead 83 

Defensive bids, 3d hand, after a douUe 84 

Defensive bids, 3d hand, after two passes 21 

Deny a suit first, then assist on side tricks 68 

Deny partner's suit with any surfr-trick suit 4 26 

Denying alternate suits by partners 30 

Denying two suits to try a third 41 

Deaying assistance for a forced bid 29 

Densring both no-trumps and a suit 37 

Denying majoinniit take-outs 36, 37 

Denying minor suits with minor suits 28 

Denying partner's suit with two small only 24 

Denying a suit and also the take-out 27 
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ponrr illvitbatbd bauds 

DifFerenoe between denying and greater strength 25 

Difference between ori^^jial bide of one and two 45, 46 

Difference between warning and strength 25 

DirectiTe discards at no-trump 109 

Discarding best protected suit at no-trump 107, 108 

Discarding losers before leading trumps 124 

Discarding weakness at no-trumps 108 

Distinguishing strong take-out from weak 14 

Down-and-out echo against a trump contract 102 

Double use of the double, to encourage partner 68 

Doublers are responsible for the outcome 66 

Doubles with a double meaning 60 

Doubling after assisting, to show stoppers 70 

Doubling after bidding, to show stoppers 40, 58, 64 

Doubling to force the partner to declare 63 

Doubling original bids of two 66 

Doubling original bids of three 73 

Doubling to bluff opponents into another bid 40, 71 

Doubling suit that overcalls partner's no-trump 60 

Doubling a suit asked for by 4th hand, no-trump 67 

Doubling twice, if partner does not answer first double 63, 67 

Doubling when partner has passed is dangerous 72, 77 

Ducking the first round of a suit 128 

Each partner denying the other's suit 27 

Eleven rule for the 3d hand 113 

Eleven rule in connection with the bids 114 

Elimination of unessentials at no-trump 118 

Establishing the 4th card of a weak suit 120 

Establishing suits by ducking first round 128 

Establishing suits by ruffing them out 08, 117, 126 

Finding the right suit by denying others 37 

Finesse, by placing the lead in proper hand 121 

Finessing with ace-jack-ten 115 

Finessing with ace-queen 116 

Finessing with aoe-queen-jack 127 

Finessing with ace-queen-jack-ten 8 

Forced bids, on hands below average 80 

Forced bids are borrowed tricks; deduct later 53, 55 
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rOniT XLLVaVBATMD BAJIM 

ForciBg partner to bid a suit 10 

Forcing the strong trump hand 4 

Forcing better than shifting suits 59 

Foster echo at no-trumps 104, 105, 106 

Fourth-best lead and the eleven rule 113, 114 

Fourth hand asking a lead at no-trumps 67, 83 

Fourth hand bids on the bidding 87, S8 

Fourth hand refusing to ask a lead at no-trumps 86 

FVee bids must have defensive values 88, 90 

Getting one hajid mto the lead twice 122 

Getting partner in, to come through dedarar 100 

Getting rid of losers, before leading trumps. 121 

Getting suit established by ruffing 126 

Hands that are too strong to pass 15 

High cards from hand shorter in the suit 119, 127, 131 

Higher of two, 3d hand, inviting a force 102 

Higher ranking suit selected for first bid 9, 41 

Holding high trump for 3d round, as re-entry 27, 111, 126 

Holding up commaQd of opiMnent's suit 130 

Holding up command by deven rule 113 

Honor on honor, when led through 110 

Importance of denying partner's suit, if weak 26 

Importance of play on first trick 122, 129 

Importance of position for finessing 122 

Increased value of hand when assisting 24 

Indicating a lead, in anticipation of a bid 82, 84 

Indicating a lead, 3d hand, after two passes 21 

Inferring outside tricks in rebid hands 48 

Inferring weakness of bids against no-trumps 74 

Inferring where support lies in partner's hand 47 

Intervening bids disregarded in denying suits 41 

Intervening double disregarded in den3ring suits 41 

King led, to show ace or queen, or both 97 

Leading correctly from high combinations 97 

Leading fourth-best and deven rule 113^ 114 
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POINT XLLUSTBATBD BAKDt 

Iieading from aoe to queen for a finesse 116 

T.4»ftHiTig from the weak hand to the strong 127 

Leading queens to aoes, without jack or ten 116 

lieading short, to get a ruff 61 

Leading through denied suits 30, 36, 44 

Leading through strength in dummy 109, 110, 113 

Leading to weakness in dunmiy 104, 113, 115 

Leading trumps up to declarer, first trick 32, 08 

Leading trumps only after discards 124 

Leading trumps only after ruffing diunmy 123 

T.j»tft/iing up to declared stoppers at no-trump 85 

Length, without tops, no excuse in free bids 19, 02 

Length in trumps adds nothing to assists 69 

Length, without the tops, deceives partner 18 

Locating the weak suit in a no-trumper 9 

Longest suit between the two hands 120, 127 

Losing cards got rid of before leading trumps 124 

Losing little slam, through not being warned 35 

Major-suit bids on four cards only 6, 41 

Major-suit take-outs from weakness 35 

Major<uit take-outs from strength 43 

Making trumps separately 3, 62, 123 

Minor over major, to support the other major 79 

Minor suits bid on high cards, not length 5 

Minor-suit bids are one trick only 8 

Minor-suit bids of two tricks, for no-trumps 9 

Minor-suit bids of two, to force partner's bid 10 

Minor-suit bids of three or four 6 

Minor-suit bids of five, to go game 11, 13 

Minor-suit bids show assistance for better bids 5 

Minor-suit take-outs of no-trumps are warnings 31, 32, 33, 34 

Minor-suit take-outs on strength are wrong 31 

Never assist a no-trumper when overcalled 60 

No-trumpers denying support for take-out 34 

No-trumpers that are wei^ in one suit 9 

No-trumpers that will stand a take-out 39 

No-trumps bid against a no-trumper 39 

No-trumps at 10, better than hearts at 8 43 
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FOim ILLtrvrBATBD ■ASDt 

Original bids of two, to show length 45 

Original bids must show defence 5 

Overbidding hands that need assistance 59 

Overbidding on account of honors 44 

Overbidding on account of outside tricks 44, 53 

Overbidding, to distinguish from denial 25 

Overbidding a take-out, with great length 42 

Overcalling no-trumpers 2d hand, with a suit 52, 75, 76 

Overcalling no-tnunpers 2d hand, with major suits 61, 62, 74 

Overcalling no-trumpers, with the lead 32, 34, 35 

Overcalling a suit prevents its denial 44 

P^urtner's minor suits a help for no-trumpers 7 

Partner's silence, after a rebid 06 

Penalties or game? 74 

Placing the lead to start a suit 119 

Placing the lead for a finesse 121 

Postponed bids on secondary suits 93 

Postponed bids do not deceive the partner 19 

Postponing the trump lead, to rufif dummy 123 

Postponing the trump lead, to discard losers 124 

Possible two-trick iHd in a minor suit 26 

Preventing a lead through declarer 118 

Promoting ix)wers of high cards 1 

Protective discards at no-trumps 107, 108 

Putting one hand into the lead twice 122 

Queen and one small, 2d hand 1, 21 

Queen and small, 2d hand; ace-ten 4th hand 117 

Hebidding after an assist 51 

Rebidding without waiting for partner 49, 53, 5^ 

Rebids always indicate outside tricks 45, 46, 48, 50 

Redoubling the best defence to the double 63, 65 

Redoubling to get out of a double 71 

Redoubling forces 4th hand to bid 66 

Redoubling a no-trumper, to indicate strength 64 

Redoubling to show weakness in the suit. 65 

Reduced value of denied suits 24, 27 

Re-entries made on first trick 122, 129 
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rOnVT XLLU0TEATBO KAHM 

Re-entry only in the suit itself 128 

Refusal to lebid, shows nothing but the suit 57 

Refusing to overcall no-trumpov, 2d hand 75 

Refusing to lead up to declared stoppers 29, 77 

Refusing to rebid forced bids .53, 56 

Refusing to rebid, even after assist 54, 57 

Refusing to rebid two-trick bids 66 

Refusing to bid, with the lead, at no-trumps 40, 74, 75 

Refusing to take out no-trumps in major suits 43 

Return to no-trumps, after denying take-out 36, 38 

Reverse discard at no-trumps 109 

Ruffing dummy, before leading trumps 123 

Ruffing out suits to establish 98, 117, 126 

Second-best, 3d hand, at no-trump 104, 105, 106 

Second bidder overcalling no-trumpers 32 

Secondary bids distinguished from free bids 89, 90, 92 

Secondary bids do not deceive partner 19 

Secondary bids need not be denied 92 

Secondary suit bids, when first is denied 41 

Secondary bids following free bids 91 

Selecting the suit of higher rank 6 

Separating the trumps, when dummy can ruS 62 

Separating trumps by a cross ruff 125 

Setting up a suit before leading trumps 37, 126 

Shift bids, to push up a no-trumper 60 

Shifting from a suit to no-trumps 48 

Short-suit bids to show sure tricks 7 

Short suits bid to show defence 6 

Showing partner what to lead for defence 5 

Showing secondary suit in a no-trumper 36, 37, 38 

Showing where there is support for a suit 40 

Showing support by doubling another suit 40 

[Rowing supix>rt is unnecessary in suit bids 46 

Shut-out bids in the major suits. 12 

Shut-out bids in the minor suits 11 

Shut-outs useless if not afraid of a suit 14 

Silence of the partner, after a rebid 96 

Silence of partner may mean two things 95 

Singletons add nothing to declarer's hand 2, 16, 17, 18, 20 
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Singletong indicated by avoidijig suits bid 99 

Sini^toiifl in dtunmy add a king value. 3 

Sin^etons are bad leads with four trumps. 4^ 99 

Sporty no-trumpersy not as good'as strong suits 13 

Strength in dummy should be led through 109, 110, 113 

Suit bids always safer than no-trun^ 42 

Suit bids after a no-trumper is abandoned 40 

Support partner firrt; then bid a big suit 25 

Supporting suit never named in suit bids. M» 47 

Taking a one-trick sting to save game 45 

Ihird-hand caution when dealer has passed 22 

Third-hand defensive bids, after two passes 21 

Hiini hand may reopen the bidding for dealer 21 

Third-hand play against no-trumpe 104, 105, 106 

Third hand winning tricks d^eafAy 101 

Too late to force 112 

Too strong to pass up certain hands 15 

Too strong for a major-suit take-out 43 

Tramp leads, postponed by dedarer 3 

Unblocking; high cards from the short hand 131 

Unblocking by overtaking 130 

Undeclared mi^ suits probably split up 88 

Unequally divided suits the best to play for 127 

Unnecessary increase of bid by partner 23 

Unsound free bids deceive the partner 90 

Unsound free bids induce unsafe doubles 20 

Values necessary for doubling 98 

Warning an opponent who bids no-trumps 52, 85 

Weak ^'rescues" in the major suits 35, 39, 41 

Weakness of secondary bids allowed for in assists 91 

When game is safe, let them play the hand 78 

Winning last round of trumps in a certain hand 119, 126 

Winning tricks cheaply, third band 101 
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